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quare Enix have confirmed 
that a next-gen Tomb 
Raider game is in the 
works, following the 


recent reboot of the franchise. 
that has now sold in excess of 
3 million copies. 
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THE LATEST NEWS 


announced that it would start раней 
introducing а new size of arcade 
coin-op cabinet called the Cabaret, 
which was a smaller version of a full 
t machine. 
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| п an interesting move by Atari, it esson С 


JANUARY 1981 — 
it's cabaret time 
at Atari, Vtech 
goes educational, 
Dodge 'Em arrives 
on the 2600, 
Pulsar vies for 
your loose change 
in coin-op land 
and Atari goes 
holoptic with the 
Cosmos. Richard 
Burton isn't here, 
it's a hologram... 
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THE LATEST NEWS 
FROM JULY 1996 


JULY 1996 - Game Boy shrinks, N64 
Turok delayed, Saturn NiGHTS Into 
Dreams released, Sonic X-Treme sinks 
and Phantasmagoria 2 stinks. Richard 
Burton gets disembowelled yet again... 


Boy a bit on the chunky side 
there was good news, as a smaller, 
thinner, lighter handheld was on 
its way ~ the Game Boy Pocket. It had 

a slightly larger screen that showed 
graphics in true black and white and 
required fewer batteries, running on 
just two AAAs rather than four AAs, 
offering up to ten hours of gaming. Oh, 
and all its games were still compatible 
with ite older, fatter brother. Japanese 
consumers got first dibs with а USA/ 
UK release following 
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- It pushed the SNES's capabilities to its limits and had a 
d — fanbase eagerly awaiting an adaptation of their beloved tabletop 
RPG. Denis Murphy breaks down the story behind a punk classic 
= 
e 
e his year saw the release of reworked during development, as one 
— Shadowrun Returns, one of the. developer puts it, “to make it actually 
—— mum many success stories that have achievable.” After slightly deviating from 
— =_= emerged from the creation of Gregg's original vision for it to have a 
е: Kickstarter. However, though Hairbrained "strong noir look", one major change to 
——* mmm | Schemes has brought its vision of the gameplay was the removal of the. 
-. Lu Shadowrun to fruition 24 years after its. ability to use a motorcycle to traverse the 
(mmm) | creation as a tabletop RPG, 7 city. Instead, a train system was 
—— | Beam Software created the implemented, thus cutting down 
— — MEE | пасат incarnation ot on excessive ptas a potion 
— Shadowrun tor the SNES back. ‘that was persistent during the 
paj in 1993, a title that blended game's development. 
- | both the RPG and action Despite seeing changes 
— --ι | 0rres ~ as мей as reality and "throughout development from 
‘the virtual world. Gregg's originally accepted pitch, 
Originally pitched by Gregg Barnett in the main focus of Shadowrun remained; 
conjunction with Jordan Weisman of F/ ло deliver э game that both fans of the 
and accepted by Data East, Shadowrun Tabletop RPG and newcomers could 
was in limbo during development due to enjoy. Game designer on the 
his sudden departure from the project. | reveals 
With Gregg absent, the game was heavily his appreciation of tabletop RPGs, "I'm a 


| 
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ong time RPG enthusiast. I knew of the 
Shadowrun game (though at that time, | 
wasn't a player myself). I had my own RPG 
games published out in the marketplace 
(Albedo, Lace & Steel, so | wanted to 

do a good job for my fellow RPG fans." 
Despite admittedly not being an active 
player of Shadowrun himself at the time, 
Paul instantly saw the possibilities that 
the universe offered and was determined 
ло get ts videogame translation correct. 

“н offered o chance to do adventures 
that operated on both the physical evel, 
‘and also on the plane of cyberspace," he 
explains. "Pius, most adventures up to that 
point had been about individual characters 
‘Shadowrun was about assembling 
teams” With the team assembled and ο 
tabletop RPG fan as its lead, Shadowrun's 
development went into full wing. 


n the year 2050, 
cyberpunk backdrop. The story то 
‘Shadowrun was simple, vet effective. 
‘After being gunned down and left for 
dead, the player takes command of courier 
Jake Armitage and must find out who 
"he mysterious Drake’ is, the individual 
who ordered his execution. However, 
the first issue was whether the world the 
original tabletop RPG envisioned could be 
physically realised within the confines of a 
simple SNES cartridge 

Creating Shadowrun's world was no 
‘easy task. The choice to present the game 
from an isometric perspective was, in part, 
picked to give the illusion of a fully 30 
world, seeing as such an environment on 
the SNES wasn't feasible at that time. As 
"system program 
it, "We wanted the game to be in 3D, not 
top-down as in other RPGs. A room-based 
isometric view was designed. The overall 
‘graphical design was highly tailored by the 
systems hardware, including the scrolling. 
of two screens and also the number of 
levels of items that could be overlapped." 
For a game with йз feet placed firmly in the 
realm of a rule-based 


served os map constructor on the project 
"To be honest, there wasn't really an 

‘approach or a plan,” he recalls, "Between. 
us, Andrew Buttery and | were in charge. 


οἱ making all of the maps for the game. 
‘Asis ays the case, we were working 
‘on the maps at the some time the дате 
‘engine and the map design tool were 
being created.” Also praising the freedom 
given to him during development, Justin 
ук "Most of the time, we were given a 
great deal of freedom to create the maps. 
We worked with the artists on elements. 
for each of the areas, like the city streets, 
‘the docks or the ship. The most important 
‘thing was for us to try to find new and 


ineresing waysto use the ted artwork |N] THE 

we had." 

Despite limitations, Justin found realising HNOUJ 

τε πμ 

rather frustrating, lamenting, "We were "ором 

desee ро нони PINTA 

and lots of parts of the game were thrown 7, 

together, cut out, or bodged together! We σα 

ere heya REN OU Î matory, and "ABADES " 
onesies 


we begged the publisher for a 12 megabit 


| wanted to do a good job for 


my fellow RPG fans 


cartridge but they wouldn't commit to the 
extra memory. So, the artists would be. 
constantly revising all of their artwork to 
reduce the character counts. That's why the 
helicopter at the volcano is viewed front-on, 
зо we could flip the left and right sides, 
and why all of the baddies have the same. 
corpse..." Though Shadowrun did have a. 
number of its character and enemy sprites 
downgraded which impacted the game's 
intended visual Пой, Justin is eager to call 
both the actual engine and the in-game 
tools "fantastic" 


eing one of two programmers 
behind the project, and also 
responsible for architectural design 
and the PC tools which allowed the 
building ofthe words, Andrew explains how 
he and his fellow programmer worked heir 
way around certain graphical imitations. 
"The SNES did not provide an arbitrary 
bitmap rendering system as is common 
today, but used a system of character 


rigid Ва by 32 grid of eight by eight cells. The 
hardware provided three layers with which 
characters implemented using sprites) 
could move, but this wasn't enough. We 
used a special hardware trick called ‘sprite 
masking’ which was actually а hardware 
bug that let us cut holes in sprites where the 
characters were, so we could make a sprite 
appear o go behind a pillar for exemple. 
This required a complex database, so the 
PC tool allowed designers to construct 
levels from modular parts from the artists 
‘nd build 3D information (floor is fiat, wall 
is upright et), The levels would then be 
compiled into a single database so that all 
the graphic information could be shared 

in a virtual character set. The runtime 
building of the levels from this database was 
written by Darren Bremner, ll in glorious 
assembler code.” Additionally, Andrew 
goes on to elaborate on how the game was 
put together. “All the game systems wore. 
written in assembler code, and most other oly 
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— ειν... for the SNES 


at 


меге completely written 
in assembler code. There was 
ite use of languages such as С, due 
partly to the litle runtime RAM available 
There was only 128K of RAM into which lwe 
could] decompress art and эшо, as well 
эв run the game and its logic. However, we 
didn't want to have to write all ће game 
logic in Assembler, it would be t00 error 
prone and tedious, As other languages. 
were heavy on RAM usage we designed 
‘our own language, which we compiled to. 
virtual stack-based code that the runtime 
code would interpret and execute. The 
language was designed so the compiler 
could pre-compute the exact workspace size 
lor stack) a script would need down to the 
byte, so the runtime could allocate exactly 
the space required (s concept les: from. 
work with transputera), This let us us run 
‘multiple scripts for all the characters in a 
‘scene in very Ие space, a few К, I wrote 
the compler end Darren wrote the runtime." 
As for as citing inspiration for 
‘Shadowrun beyond its obvious source 
material, ай three developers come to the 
same conclusion - William Gibson's classic. 
1984 cyberpunk novel Neuromancer, the 
novel that defined the cyberpunk genre. 
Justin elaborates, while also mentioning 
another somewhat unlikely source of 
inspiration, "There's a huge amount of 
Neuromancer in Shadowrun, as there 
was in all of the cyberpunk genre. The 
other influence that players have probably 
noticed was Minesweeper the time-kiling. 
puzzler that shipped with Windows. 
When it came to the hacking mini-game, 
по one could think of how to do it until 
someone came up with the idea of using 
Minesweeper's mechanics for the hacking." 
Beyond the cyberpunk city setting, the 
player also had the ability to enter the 
"Matrix a virtual world within Shadowrun 


—— πεποώπεν 


using a cyberdeck 
Created primarily by 
Graeme Scot, it was presented 
to be visually different from the 
main game and featured a new style of 
gameplay to emphasise the дш! between 
the real word and this virtual cyberspace. 
Paul notes, "We had to keep it as simple 
эз possible, given the time constraints 

and the memory constraints of the 
machine." Yet despite talk of the system's 
shortcomings to а certain degree, Andrew 
was quite confident that f could handle 
Shadowrun. He recalls, "Tho SNES was 

з great machine, especially after working 
оп its predecessor the NES. ts very non- 
‘orthogonal hardware slways made it a 
challenge on how to design a game around 
it h was probably the most powerful 
graphic chip of ts type, even compared 

1o the AGB. It not only had a CPU whose 
speed was measured in the low MHz but 

э host of special DMA tricks (giving us 

the famous Mode 7) and excellent audio 
that, for tho first ime, alowed a musician 
to actually compose reel musie for a 
videogame. Overall the SNES allowed us 
to deliver a console game which, for the. 
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"ime, didn't have to comprise on its quality 
due to hardware limitations." 


owever, there is one side to this 
story that will never be told again, 
and that ls the first-hand account 
οἱ Arthur Kakouris, project. 
‘manager and additional game designer 
on the project. Arthur Kakouris passed 
away in September 2012, end the man. 
who was known as АВ to some of his 
friends is sadly missed and not forgotten. 
Justin reflects: "Arthur was a great friend, 
especially during Shadowrun. He was the 
sort of producer and designer who put 
everything into the game, and made it a 
pleasure to work on. We'd go aut at ipm 
for Slurpees for the team, and head to 
Рига Hut every Tuesday for all-you-can-eat 
pizza. Unfortunately, he was bom with a 
heart defect snd had open-hesr surgery 
when he was around 20. Last year his 
heart finally gave out and he died." Paul 
also chimes in with his thoughts on the 
passing of a friend, telling us, "Arthur was. 
а deeply serious and dedicated guy. What 
loved about him was that you could just 
discuss an idea with him and let him go ~ 
held work away at it and something good 
would result." Andrew also shares his 
‘memories, and believes that Shadowrun 
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meant quite а lotto Arthur. “Naturally | was. 
deeply shocked and upset with Arthur's 
passing last year, as Arthur joined myself 
and Trevor Nuridin as an owner of Tantalus 
Entertainment over one-and-a-half decades 
990. This was compounded by the fact | 
was on the other side on the world and 
couldn't attend his funeral. On Shadowrun 
Arthur did what he loved best, and that 
was game design. | believe he would have 
remembered [it] as one of the best projects 
he worked on." 

А year after Beam Software released 
‘Shadowrun, another Shadowrun tle 
hit the shelves, this time developed by 
BlueSky Software for the Sega Mega Drive, 
which was then followed by a Japanese 
take on the franchise in 1996 by Compile. 
И seams Beam Software hit a timely nerve. 
but, despite a fantastic critical response 
το йз Shadowrun, a direct sequel never 
materialised, In fact, despite a post-credits 
message promising a sequel, the team. 
were adamant that it was never seriously. 
discussed, Andrew does interject with a 
revealing story though, “The Japanese 
version was interesting. This was because 
it came to be proposed sfter we had 
finished the English version, and we were. 
presented by the Japenese publisher with 
3 big printout where they had reverse 
‘engineered the УНАМ [graphic memory) 
for all the different screens, working out 


RECRUITING 
SHADOWRUNNERS 


Finding hacking too difficult? You need to get 
yourself some friends. 


discovered for 20 years, saying "There is 
a cheat in the game, but I can't remember 
exactly how to do it. Basically, there is а 
flickering streetlight in the first street area 
after you wake up in the morgue. If you 
‘examine the Matchbox four times around 
the flickering light, you're teleported to 
э» chest room that contains э bunch of 
upgrades and gives access to all of the 
levels.” However, Andrew also jumps in 
with an alternate take on ît all: "There is 
an Easter Egg in the game, a certain dance. 
around a lamppost in the main square that 
was put in for QA. I wish | could remember 
the actual cheat, but itis now 20 years 
ago.” Conflicting accounts, certainly, but 
now a secret best explored by the retro 
gaming public 

20 years on, Shadowrun remains one of 
the SNES's strongest and most memorable 
Western titles, and certainly its best RPG. 
it combined a wonderful narrative, a 
gorgeous cyberpunk laden setting and tied 
diversa and interesting gameplay togathar 
in one neat little package. Looking back, 
how do these developers view their work? 

"V actually really like what we did,” Paul 
remarks. "As other people produced games 
in following years, | could see the influence 
οἱ Shadowrun through many of them." 
Justin also backs up Paul's feelings on the. 

m still amazed we actually 


rooghaut the game 


experiment wah diferent combina 


where the Japanese font could be fitted in. 
While it was an impressive piece of work, 
we didn't have the heart to tell them it 
was useless. This highlighted a difference. 
between how we in the West lor South for 
Beam] worked differently to the East. While 
they allocated the space for the art by hand, 
we wrote systems to do this in code, so we 
simply added the Japanese font to з table 
and it was done.” 

As these three developers reminisce 
about their game, wa had to ask, are there. 
any secrets in Shadowrun that no опе 
knows about? Surprisingly, two of them. 
speak up, James lays out what hasn't been 


team and were fortunate to be given the 
‘opportunity to work on a game that went. 
onto become а minor classic!” Andrew 
on the other hand simply commends the 
efforts of all involved, intimating, " regard 
‘Shadowrun as one of the best projects 
Ihave worked on. I think this is mainly 
because the entire team was really into the 
game and the concept and went thot extra 


mile on each aspect of the game - design, 
ап, scriptwriters and QA." It would appear. 
that Haitbrainad Schemes’ new Shadowrun 
game has a lot to live up to. 
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Burke Trieschmann 


Composer of such classics such as Pandemonium, The Unholy War and 
The Horde, Burke Trieschmann speaks to Denis Murphy about his two 
decades worth of work in the business 

Who is Burke Trieschmann? 
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оте stories start from a sood 
οἱ an idea, а plot device that is 
then used to creato a magical. 
‘world. Others germinate from the 
existence of one charac 
then goes on to shape the world and. 
‘everything around it. With Earthworm 
im, it was the charactor that first sprang 
το Ме and went on to influence the 
nature of the game that he would star in. 
э long story, but I сэте up with 
him in November of 1983 when I was on 
‘outs with Virgin Games." says Doug 
TenNapel, designer of Earthworm Jim and 
its cast. “Iwas at home in my ltd Irvine 
apartment and Shiny was just starting 
up. remember drawing while listening to 
Fleetwood Mac's Rumours and | created 
Jim and a number of the villains in about 
45 minutes! He came out pretty much 
ins] he is today, а goofy looking worm 
in a muscular super suit. | did a profile 
walk cycle of him because | was trying 
то get the job of animator. | didn’t expect 
we would do a Jim game at that point. It 
was more a demonstration that I could 
imate and create for them in a pinch, 


Ё When Dan Castanella turned up to do 
Jims voice over there was ә revered hush 
across the room usus 


Jim would. 
team developed the game, but the main 
character was all there. 

‘At the time, Playmates Interactive 
Entertainment, specialists within the field 
of toy figures and cartoons, had seen 
the success of Sonic The Hedgehog ond 
decided to become involved with a new 
videogame franchise which would then. 
lead on to produce its own line of toys and 
сэпоопв. Playmates teamed up with Shiny 
Entertainment - which had already proven 
its skill with Global Gladiators, Cool Spot 
and Aladdin - and commissioned it with 
the task. The arrival of Doug gave Shiny 
Entertainment the opportunity it was 
ooking for 

"This was early on in Shiny's life, they 
were pricing photocopiers and building 
out office space and an animation position 
opened up when one of the original 
team didn't work out,” continues Doug, 

“I remember that they were trying to get 
Day Of The Tentacle's Larry Ahern to sign 
оп and he didn't have much interest. A 
number of other lucky moments came up 
that kept that door open to me. | was good 
friends with Mike Dietz and Ed Schofield, 
the other two main animators at Shiny. 
They wanted me but weren't going to 
just throw me the job. In the end, the final 
taste test was going to be with Dave Perry. 
He was also at my original job interview 
э! Virgin Games just four months earlier 
so he'd seen my hit-and-miss portfolio 

| think EWJ, in combination with Mike 


ill evolve and change as the 


Diew’s recommendation, pushed me over 
the edge." With Earthworm Jim came an 
assorted cast of villains, "When | initially 
‘made EWJ in that 45 minute period, 1 
know that Psy-Crow, Major Mucus, Peter 
Puppy and Professor Tick-For-A-Head 
ilater known as Professor Monkey-ForA: 
Head] were done in that session." 

With a hero and villains drawn, it was 
time to create a game around them and 
в story. Earthworm Jim was an ordinary 


worm until he encountered a space 
‘uit that fell from the sky, bestowing 

him with superhero abilities. However, 
the evil Psy-Crow and his cohorts were 
intent on retrieving the suit at all costs 
во it was down to Jim to protect his new 
found abilities while also saving Princess: 
What's: Her-Name from their hands, an 
enigmatic nameless charac 
was madly in love with. When asked why 
the lead was a worm, Doug explains he's 
э fan of the underdog. "I was looking for 
a way to make a weak char. 

the opportunity to be strong. That's Eliot 
from ET or Marty McFly fram Back To 

The Future. These are underlings who 

are given an opportunity to be bigger. | 
wes specifically studying Warner Bros 
characters because their personalities 
were so identifiable and comedic.” 

What makes Earthworm Jim stand out 
is the quality of the animation, reminiscent 
οἱ early Chuck Jones and Tex Avery 
cartoons. Much like their inspiration 
each sprite was painstakingly hand P 


whom di 
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> drawn and then re-drawn as artwork 
‘on cells before scanning them into the 
computer. The same approach was used 
forthe beautiful backgrounds that feature 
throughout ай the levels, with many 
having slopes and twists to give the feel of 
330 environment. The emphasis on hand 
drawn animation meant that artists were 
needed to conjure up the world. 
remember the days when | used to 

do all the art on graph paper, one pixel 
ıe,” says Dave Perry, programmer 
‘and designer of Earthworm Jim and its 
sequel, "That was actually a great time, 
эв it allowed really rubbish artists (like 
myself) to survive! Once things really 
started animating my cover was blown, 
and over the following years non-artists. 
(йе me) had to put down their pencils and 
concede. We brought 
Bruty was my partner for years), and at 
Virgin we had their core animation team 
lead by Mike Dietz and he at one point 
even used Disney Fi 
‘our Aladdin дате! Definitely not a 
fight for an avera 
all that mattered was they wanted to 
see amazing graphics, бокі motion and 
be entertained. | think top level artists 

jimators became a requirement and 
we never went back. | loved that time as. 
i leamed so much about animation from 


stad 


our guys." 


Although Dave Perry and his team. 
were responsible for programming and 
designing, Doug was allowed to contribute 
to the overall style of the game, a rare 
‘opportunity for the animator. “I was given. 
the role of saying what the character. 
would or wouldn't do. It wasn't official 

ог anything, but | generally got to decide 
who he was, while the team described 
what this being was going to do. 1 
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the big guns (Nick 


Bi Jim arrived In the sweet 
spot of the Sega generation 

and it won lots of Game of the 
Year! auands a3 


remember Nick Bruty was cre 
hellish looking level, and that triggered 
an opportunity for me to make Evil the 
Cat the main bad guy. There wasa lot of 
‘experimentation and give and take, I don 
remember dictating anything or having 
anything dictated to me. We wore all 
chasing the same goal of making a great 
game and trying to cram it эй into this 
impossibly smollcartidgel" 

The different vehicles that Earthworm 
Jim encountered throughout his 
"adventures, from rockets to the 
hathysphere, came about as he game 
developed. "They'd say, 'we need him. 


ture Animators for 


animator. For gamers, 


| to ride a rocker" and | drew an airplane. 

Í engine. К had to be small so the sprite 
didn't take up much room, so Jim's main 
vehicle wasn't something I came up with 
from the start, but now we can't imagine 
Jim without lt," continues Doug. 


Larthworm Jim was released in 
1994 on the Sega Mega Drive 
with a version to follow on the 
Super Nintendo in 1895. The 
SNES release has the better visual 
style of the two, with extra background 
scrolling forthe levels and animations 
for the characters, but is missing the 
‘intestinal Distress’ level of the Mega 
Drive game due tothe latter having 
‘better compression abilities to store 
тоге levels. A Sega CD and Windows 
96 "Special Edition’ were also released, 
iding э new level, "Big Bruty, improving 
"he animation with additional frames and 
з completely remixed soundtrack along 
with bonus extras. 
А series of handheld ports came about 
s well, but were developed by a different 
company. Eurocom released в Game 
Boy version that left out many ol the 
levels of the original and struggled with 
poor controls. It was also responsible for 
а Game Gear release which was a re- 
coloured version of the Game Boy game 
but with choppier gameplay and with Jim. 
almost impossible to control. Tha бате 
Boy Advance received в port but, although 
it looked the part, Earthworm Jim was 
slow and unresponsive to control, making 
it hard to travel across the large levels. 
With Earthworm Jim proving to be a. 
hit with gamers and critics alike, a sequel 
followed and, although not as memorable 
as the original, was silla zany, enjoyable. 
adventure. Earthworm Jim was this time 
‘accompanied by Snot, his green slimy 
friend, who could be used as a parachute 
and help him swing from surface to 
surface. Although stil в run-snd-gun 
platformer it contained plenty of variety 
from having to rescue Peter's nephews 
from being tossed out of а window to 
Playing a blind salamander culminating in 
э quiz at the end of the level. 
The sequel also received ports for 
PlayStation, Satum and PC in 1996. The 
former releases added 30 introduction. 


and ending sequences but didn't try and. 
improve on the originals, while the PC 


game featured upgraded graphics and 
audio but was missing the ‘Lorenzo's Soi 
tevel. White North America and Europe 
saw the Saturn release, only Europe 
received the PlayStation conversion. Once 
again the game would receive a бате 
Boy Advance port much later in 2002, 

but suffered from the same problems of 
‘the original with poor controls and slow 
character movement. 

Dave Perry felt that Earthworm Jim's 
growing appeal was also a question of 
"iming. "Jim arrived in the sweet spot 
οἱ the Sega generation and it won lots 
οἱ "Game Οἱ The Year’ awards. It was at 
the right place at the right time. | feel we 
were very lucky [that] we started when 
же did. My personal opinion is that the. 
character had эп interesting trit οἱ being 
both weak (s worm) and strong la suit). By | 
combining the two it opens the door to до | 
crazyrtunny things to him." 


nevitably the late Nineties ushered in 
9η era of 3D platformers, so it was only 
a matter of time before Earthworm 
Jim would make the leap into a new 
dimension. Shiny Entertainment had 
‘been purchased by Interplay in 1996. 
and the idea for a 3D game come about. 
Although Shiny Entertainment had started 
work on МОК and new development team 
VIS Interactive took on our spineless hero, | 
Dave Perry and the team were intially — | 
‘consulted on the character's new direction. | 
“After they commissioned us to produce | 
the game, | was опе of the team sentto — | 
Shiny Entertainment to work with Dave} 
Perry and the creatives to come up with the | 


‘concept for the next version,” recalls Kirk 
Ewing, director for Earthworm Jim 3D. 
Yet the jump from 2D to 30 proved 
то be far trickier than anticipated, and 
the introduction of a new development 
темп proved to be a sore point, “It 
was э nightmare, our pencil artists had 
по experience on 3D packages and 
Interplay let another team make the 2D. 


game, which our guys were just hating,” 
Témembers David. "We were stuck in 
mo:man's land; the industry was going ~ 
3D, but all our expertise was 20, meaning 
тезі 20, with pencils and colouring in 
hand-drawn cells. The core animators 
never made the transition to 3D, instead 
they switched to Clay and continue to 
Work on clay (stop-motion! today.” 

Îî was also difficult to decide 
how Earthworm Jim was going to look 
In 3D, and this proved to be one of the 
many reasons why the game was in 
development limbo for three years. 
"Projects like this are really difficult to 
manage and there's эп awful lor of people 
‘with an opinion to add to the mix; the 
publisher, the IP owner, the fans and, of 
course, us =the developers," continues 
Kirk. “I remember, for instance, that the. 
finished 30 model of Jim went through 
at least eight iterations before we found 
something thet everyone agreed on. There 
were also 9 lot of heritage elements that 
just didn't translate as мей into 3D (the 
head whip for instance]. А lot of time was 
spent working with these things to try and 
make them satisfying, not always with a. 
satisfactory outcome. Earthworm Jim 3D. 
was my first experience of working on 
an original sequel to an existing mega: 
property and from 20 into 30 as well. I 
wasn't easy for anybody.” 

Ἂς a result of its prolonged 
development process, there were plenty 
of ideas that never made the final cut. “I 
stil have drawers full of sketches for levels 


and bad guys for that game,” laments 
Kirk. "My biggest regret is that 
we didn't get more of the 
л original cast in there їп cooler 
ways. l'm not doing it again. 
ЖҰ” We got to make Earthworm Kim 
though, just like we said we would 
2 in the first meeting” 
М Although a difficult game to work 
оп, there were still some memorable. 
moments. "My absolute favourite thing 
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LIGHTS. 
ГІМЕНІ. 


‘character in the Nineties then it was 
‘only a matter ol time betore you ended. 
‘up with your own TV series. Шке 


+ and Sonic before him, Earthworm 


Jim ended up on the silver screen in 
3995. Out ol respect or the franchise, 
Universal involved Earthworm Jim's 
creator throughout the whole process. 
" had limited approvals of the script 
and | designed many of the extras and 
new characters that showed up 
‘each episode,” explains Doug al 
his involvement, “Universal invited me 
to participato in every aspect of that 
‘show, which is pretty rare. They even 
started voluntarily paying me when they 
weren't contractually 
obliged to doso.” 

Doe to the cartoon- 
inspired nature 
ofthe character, 
Earthworm Jin 

and his fellow, 
comrades, 
translated well 
onto the medium 
of television and 
‘endured many 
crazy adventures 
in 26 episodes, 
spread across 
two seasons. 


ΓΙ 


Although the Sonic Adventure and 
| Sonic Heroes series were decent 


platform tities, they were plagued with 


forgiving camera angles. 


when not forcing you to play in 30. 
proving that some characters nee 
stay in the second dimension. 


тіс» 

later escapades in Sonic The Hedgehog 
Xbox 360 were less than impressive 

‘Sonic Unleashed was passable 


to 


- W THE НЕШЕ) 
Tho darker nemesis of Sonic the 
Hedgehog may have fared well in 
the Adventure series, but when the 


game things didn't quite 
An ill-advised decision to equip the 
character with guns and the ability ta 


И 


‘switching from one generation to 


another - Malice's debut struggled 


"with poor levol design, vory forgettable 


‘worlds and, once again, a dynamic. 


mera that was very difficult to 
control. Н wasn'ta bad game, but. 
didiitl to add to an otherwise 
overcrowded доме 


dimension in the Lost Expedition 
and the Big Adventure, which were 
passable И not ali that memorable 
Platform-style games. To his credit, 
both games: 

and plenty of trap dodging which were 
‘couple ol the trademarks ol the 


‘Once the ghitering star of the Musion 
series and the enjoyable Micky s Wild 
Adventure, the intrepid mouse entered 
‘the 30 world with Epic Mickey The 
fest game was fll of nice ideas bat 
struggled witha tricky camera, while 
the recent sequel tiled to build on the 
original's concept Hopefally the Castle 
Of Ilsion remake will be a return to 
form for Mickey 


‘While he was never going to threaten 
Sonic's crown, Bubsy's rst outing 
on the Sega Mega Drive was a slid 
lite timo waster with Из own 
вету Competing withthe release 
ol Super Mario 64 wa never going to 
be easy, but the release of Bubsy 20 
showcased a world of poor controls, 
terrible camera wark and rope 
visuals, Sony Bubs. 


certainly a little different to 
platform character, but 
мезі struggles to stand out 
the crowed, While his first game 


sold admirably, despite being tatty 


average, the sequel di 
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-Not content with eating pills and being 
chased by ghosts, Pac-Man decide 
to give the 30 platform gig a try and. 
‘with mixed results The Pac-Man 


struggled with camera issues. 
the hidden 30 mazes are the highlight 
over the mam adventare, proving that 
‘sometimes the original ideas are best. 


‘The resident Bandicoot may have 
captured hearts with the PlayStation 
‘games, but future releases ia the form 
οἱ Twinsanity, Crash Of The Titans 
‘and Mind Over Mutant as tll 
20 games had mixed results As 
Videogame icons go, he is stilla ta 
favourite and will no doubt reappear 
some day. 


The fugi ali 


as a platformer, the decision to 
Frogger into a 3D adventure was a 
extremely stra 

н didn't fara well atl Frogger 
Great Quest lit really wasa't) and 
Ancient Shadow were poor showings 
lor tho amphibian, and even 30 remakes 
‘of the original 20 idea lose something 
in translation. 


duo crashed 
‘Sega Mega Drive in several groovy 
adventures and eventually wade the 
leap to 30 on the Xbox. Despite а 
valiant attempt to build on the origin 
games’ enjoyable concepts, Toejam 
And Earl IM: Mission To Earth received 
а mixed reception from critics 

d fans and attained poor sales 


Stars of 
Reinhardt cary oa tha vampire killing 

adition passed down by the Belmonts. 
After Super Castlevania IV this game on 


оп Xbox 360 und PS3 fared much better, 


> was working with the voice talent," 
explains Kirk. "When Dan Castanella. 
turned up to do Jim's voiceover there was. 
э revered hush across the room. Not for 
long though, he's nuts!" 

Аз examples of 3D games go, there 
were certainly worse ones on the market 
and, while the game had its problems 
with difficult controls, an unresponsive 
camera and fairy ordinary level design, it 
did а decent job at retaining the off-th 
‘wall humour the series was renowned 


for. When it comes dawn to why 
Earthworm Jim floundered in 30, Kirk 
admis thet it was never meant for the 


character. “Earthworm Jim was designed 

эв э 2D character from the outset - 

everything about it; the backdrops, the 

vations, the supporting characters, all 

isted in an insane 20 world and some 

elements just could not be convincingly 

translated into the 3D Wormiverse. 

This meant a lot of rethinks on what 

was going to work. If I'd really 

had my way back then I'd have 

made it lookiwork more like 

Abe's Oddysee.” 

Understandably, the game 
received a mixed reception among 
gamers. The fan-base and critics 
struggled with the unresponsive 
camera and felt ît was average 
and uninspiring, especially when 
competing with high profile games 
such as Rayman 2 and Super Mario 
64. Despite everything, Kirk Ewing 
Чек the criticism was fair. "tt wasn't 
as good as it should have been. | 
loved the first games and | wanted 
into be better. You take criticism in 
context of what was possible and 
try to learn from your mistakes, That 
said, ἵνα given the game to а 


į lot of younger kids since then and 


they've really liked it. Little kids эге stupid 
like that." 

‘Yet 3D wasn't the only problem tha 
Earthworm Jim had to contend with 
He was also the star of a side-scrolling 
platformer for the Game Boy Color called 
Earthworm Jim 2: Menace 2 The Galaxy 
їп 1999. Once again the game lacked tho. 
inventiveness of its predecessors and. 
focused more on collecting coins than. 
platforming, Awkward controls and poor. 
level design meant it was an experience 
better left on the shelves, 


fter Earthworm Jim's fated 
datiance with the third dimension, it 
was time for our hero to hang up his 
space suit and burrow underground, 
resurfacing occasionally to cameo 
as 9 secret choracter for Battle Arena 
Toshinden РС} and a playable fighter 
in Clayfighter 63 1/3. There were 
moments when it looked like 
Earthworm Jim would make а 
comeback- in 2003 concept art 
lor a prototype game were 
leaked for э PlayStation 2 and 
Xbox release. 
In 2006, a PSP version of the 
game went into development, 
‘and although early screenshots. 
suggested that it was a remake 
οἱ the original, it was promised 


м) 
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‘Suit Overdrive power and an 
expanded range of moves and 
attacks. Unfortunately, publisher 
Atari, owners ta the rights of the 
franchise at the time, hit economic 
difficulties and development 

come to s halt 


m 
- 

~~ | 
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ив | remember drawing while 
istening to Fleetwood Mac and | 
created Jim and a number of 

Маја in 45 minutes! 33 suec 
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With the exception of Gamelotr' 
recent HD remake on Xbox Live Arcade 
and PSN, the prospect of another 
ppearance is slim and 

э fourth game even more unlikely. “We 
have talked about it many times but 

the team members all have successful 
careers doing their own things now,” 
remarks Dave Perry. "R's not impossible, 
but it's not likely for the time being." 

The legacy of Earthworm Jim may be 
cover, but his adventures stil ive on fondly 
inthe minds of gamers and in the hearts of 
those who brought him to Ме. "I the end, 
1 make эп for other people and Earthworm 
im moved a lot of people to love a. 
creation that | don't entirety feel worthy οἱ” 
comments Doug. "In the end, irs not about 
me. What I make has a Ме of its own and 
what it becomes is not a reflection of my 
‘own power or abišty. Pm just happy that 
something | was involved in put a smile on 
зо many faces. rs entirely possible hat 
nothing else! make will have he same 
1 effect on so many people. In some ways, 

1 never thought so many people shared 
my tastes in what thought was funny 
ος interesting. Wete эй living at the right 
1 place and at the right time for me to not 

‘only make Jim but for so many people to 

enjoy it” 

Many thanks to Katherine. 
Garner of Rocketworm 
(wonow.rocketworm.com) 
for providing concept art 
and sprites for this feature. 
^ Thanks to Dave Perry, Doug 
TenNapel, Kirk Ewing and 
Mike Dietz for their timo. 
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ОР:ЕАВТНШОВТ JIM 
в! 
DIRTIEST BLACK BIRD I 
COULD ΤΗΙΠΗ ағ. 
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Doug TenNapel and Mike Dig 
art and the game's popula 


DAFFY DUCH, 

THEN ID HANG 

THAT POSE 
DT:IF YOU THINK OF THE 
CONTRAST 1 WAS CREATI! 


m ит ING POWERFUL BUT 
WERH, PETER PUPPY REFLECTED 
THAT іп HIS GOOD NATURED 
INNOCENCE THAT TURNED INTO 
R HORRIBLE SPACE MONSTER AT 
— any SECOND. 


weal PusSFilled, Mal 
ποσα, 
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GREAT GAMES THAT NEVER REACHED UH SOIL 


HAERU NO TAME 


NI HANE WA ο. 


IT LOOKS LIKE A ZELDA GAME, 
SOUNDS LIKE A ZELDA GAME 
AND WITHOUT IT, THERE MIGHT 
NOT EVEN HAVE BEEN A ZELDA 
ALBIGES REVISITS THE JAPAN 
ONLY ADVENTURE THAT PAVED 
THE WAY FOR LINK’S AWAKENIN 


id you ever play a Zelda game and think to 
Yourself "yeah, it was okay, but it could have 
done with a few more frogs’? Of course. 
you didn't. Nobody did. Stil just as in any 
good episode of Dragon's Den, мете here 

with a solution to a problem that doesn't exist. Only 


istory books as the game that laid the 
ions for Link to go handheld. 

You see, the engine st the heart of For The Frog The 
Bell Tolls is an early version of the one that would later 


Bae Dov] Семе νοι бш Ки Ако -caua ete at mcret at ea 
ΩΩ 
be used for Link's Awakening, the first portable Zelda 
game and one of the best games in the franchise. But as 
much as its design would inform the later Zelda game, it 
is also informed by previous ones. While A Link To The 
Past would return to the template of the original, For The 
Frog The Вей Tolls instead takes its cues from Zelda И. 
The top-down viewpoint works wonders for world map 
navigation, but dungeon exploration takes the form of 
several side-scrolling sections а format that tha Game 
Boy Zelda debut would also use. 

One key difference, though, is that For The Frog The 
Bell Tolls doesn't really have a combat system per se. You 


есоты Ὁ 


£L The 
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engine at the heart of For 
The Frog The Bell Tolls is an early 
version of the one that would later 


be used for Link's Awakening : 7 


approach an enemy and the entire battle takes place in a 
dust cloud, outside of your control. Life is slowly sapped 
from both player and enemy based on attack and defence 
ratings until only one is left standing ~ regular enemies go 
down pretty easy but in the case of boss fights, you need 
to have the best gear available and a full life bar in order 
το соте out on top. It's a simple system but one that 
controls progress brilliantly, even if the lack of interaction. 
may not be ideal. The same mechanic would later be used 
in DS oddity Freshly-Picked: Tingle's Rosy Rupeeland- a 
rare example of a spin-off borrowing from the inspiration 
rather than tha source material 

Going into For The Frog The Вей Tolls after several 
years of playing Zelda, you'd find it hard to miss the 
various similarities. Mechanically, i's extremely similar, 
{from the basic structure to the equipment menu. Music, 
while courtesy of a different composer, is also pretty. 
‘lose and the rest of the sudio, including those little 
fanfares when you pick up something valuable, is on the 
same page too, Animation is so close that some of the 
same routines are actually reused in Link's Awakening 
= Link's death spin is common in For The Frog The Bell 
Tolls, while there are countless other deja vu moments 
waiting for anyone who has served their time with the 
Wind Fish. 
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Тоо many great Jepan-only games will never be enjoyed 
Бу many Wester players due to the language barrier, зо 
it's with mad respect for the people responsible that we 
getto say that there's a brilliant fan translation out there 

for Kaeru No Tame Ni Kane We Naru. ls perfectly playable 
without, as long as you don't mind missing out on some of 
‘the nuance and most of the characters being named after 
puddings. But this is an important slice of gaming history ~ 
if the dedication of a fan translating and re-coding the entire 
‘Script can help educate and entertain more people, we can't. 
зее how that could aver be construed as a negative. 

‘Any Zelda fan owes it το themselves to check out For The 
Frog The Bell Tolls. t's а simpler game than most of Link's 
outings but looks, feels and plays lite a proof of concept 
for one of the best games in the series. Hands-off battles 
stand out for being entertaining if not involving, a method 
that games like Assassin's Creed stil employ to this day. 
Side-scrolling sections are ace, though you'd expect no less 
‘with Metroid veteran Makoto Kanoh on board. And neat 
gameplay gimmicks like allowing the player to transform. 
into various animals (no, not just frogs) elevate this to 
something more impressive, something mora important 
than it might otherwise be. As the missing link in the Zelda 
timeline, fons would do well to befriend з few frogs and fill 
in the gaps in their knowledge in the process. 
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HISTORY IN THE MAKING 


SYSTEM 575 TALE OF MAGICAL INTRIGUE AND MYSTERY 
TAKES PLACE OUER - LITERALLY -THOUSANDS OF 
YEARS. GRAEME MASON EXPLORES THE CREATION AND 
DEVELOPMENT OF THIS CLASSIC ACTION-ADVENTURE 


Y 1988, SYSTEM 3 SOFTWARE 

HAD BEEN ESTABLISHED 

FOR SIX YEARS AND WAS 

ALREADY WELL-KNOWN FOR. 
GAMES SUCH AS THE BEAT EM-UP 
INTERNATIONAL KARATE AND THE 
EXCELLENT SERIES OF LAST NINJA 
GAMES ON COMMODORE 64. Eager to 
step up production, owner Mark Cale had. 
already begun overseeing the development 
‘of many more projects, mostly in line with 
his ethos of producing original gaming. 
experiences rather than games based 
оп licensed properties - a trend that was. 
‘becoming increasingly common, 


One such project was Myth: History In 
The Making, and Mark himself explains to 
us the initial ides. "I wanted to construct 
3 game using stories thst people could 
identify with, something wellknown: 

зо we began researching myths such 

as the Hydra, Medusa and the Norse 
legends with the idea of purting them 
into a game.” The basic format for Myth 
would ultimately work as follows: after 
эп initial level set in Hades, the player. a 
contemporary hero summoned through 
time to do battle with an вуй demon, 

is transported to several different eras 
including ancient Greece (400 BC}, 


Scandinavia (900 AD) and Egypt (3000 
BC). In order to proceed to the present. 
ву and а final showdown with the main 
villain, Dsemeron, the levels had to be 
traversed, puzzles had to be solved and 
each end of level guardian (a famous. 
mythical creature perverted to evil by 
Daemeron] had to be defested. 

Work began on Myth in 1888, with 
development taking just aver a year in total 
for the B-bit computers. The programmer 
and graphic artist team of Pete Baron and 
Bob Stevenson worked on tha original 
Commodore θά version. "Bob and I had 
just finished a conversion of Konami's 
Salamander,” begins Pete, "and it went 
down pretty well. So my agent, Jacqui 
Lyons, hooked us up with System 3 and 
Mark Cale for its next project” Pete wos 
hended a document detailing how System 
3 imagined Myth that could transpire, “It 
‘wasn't great, truth be told, and largely 
a sprawling collection of mythological 
research jammed into an ordinary platform 
geme.” After plucking up the courage, 
Pete ond Bob approached Mark Cale 
with their reservations; fortunately, the 
System 3 chief agreed ond listened keenly 


το the new design offered by them. Pete 
‘explains: "We thought they'd gone too. 
in-depth. Our impression was that if the 
myths were not pretty much common 
knowledge then they would be too 
‘obscure for a lot of players. So we went 
‘out and bought a few children's books, 
with one title from Penguin | remember 
being particularly useful for source 
material. Anything aimed at pre-teens 
we saw as being full of perfect stuff to 
put into the game.” The design produced 
by the programming team was based 
around key puzzles that required either the. 
aforementioned ubiquitous mythological 
knowledge or some old-fashioned 
exploration and experimentation. Each 
section was to include one or two puzzles 


with thron sections per load and four loads. 


in total. This, mixed in with swordplay, 
‘shooting action and platforming, would 
make up the gameplay for Myth. There 
was по doubting the team's ambition. 


ver on the ΖΧ Spectrum and 
Amstrad, coding duties were. 
handled by Creative Reality’s Мей 
Dowell, with colleague Dove 
Dew working on the graphics. “Together 
with Jas Austin we were working for 
Martech writing games such as Nemesis 
The Worlock, Tarzan ond Rex.” says Мей, 


LS 
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THE OTHER MYTH 


carer in 1949, cus adventure рае Magnet Sola released 
Myth в этой μμ μμ μμ 
Обе Secrets We say sold, twas асы en away ее and procured a 
Crash Sach nthe process. The game focused on just one legend, hat of 
"Ine Greek Gods - specially Зови - whom the player took conta ot 
Thanks она ted release, he Magnet белді game remains relatvey 
cure discre ofthe rere 

іштей МА games en vette 

Word Spectrum. We were 

rover aware οἱ κ othar game 

called му ats Mack Cale, 

Ἠ ous was always called 

чул өчне siragine Мау i 

The Mog because we єй the 
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CONSTRUCT A GAME USING 


THE MAHING OF MYTH: HISTORY IN THE MAKING 


considered it ime 
for a change. Then one У 
day, someone recommended 
we talk to this agent.” The agent 
in question was none other than Jacqui 
Lyons, and within a few days of meeting 
Jacqui, Dave and Neil were also on board 
the Myth project. "System 3 seemed 
‘to be a pretty соо! company to work 
for. | remember Mark Cale was driving 
э Ferrari; turned up to meetings in ту 
Ford Capril" laughs Neil. However, even. 
the design document rejigged by Pete 
Baron and Bob Stevenson failed to excite. 
Dave and Neil. “К was written essentially 
for the Commodore 64 ond didn't seem. 
то be something we could reproduce for 
the Spectrum. So we simply decided to 
interpret it as best we could." 

Despite the technical limitations of 
the ZX Spectrum, Creative Reality s 
experience on the Sinclair machine served. 
them very well when it come to Myth. "Jas. 
[Austin] had tried this technique in Rex 


[вое Retro Gamer 112] where we avoided 
attribute clash by having a colourful scene 
that the player went behind rather than in 
ront of and we used the seme principle in 
Myth" Although the technique had been 
pioneered in other games such as Virgin's 
Dan Dare, it was a combination of this and 
the superb animation that really caught the 
eye in the Spectrum version of Myth. “That 
probably came from me writing а program 
that allowed Dave to animate as freely 

ва possible and to then compress and 
sequence the animation into the game,” 
‘explains Мей, "We'd also written our own 
sprite animation tools as it always seemed 
το help having our own software.” Despite 
this, Мей sti has reservations about the 
animation, “Although it had a lot of frames. 
and looked great, playing it now feels ike 
we sacrificed playability for visuals э litle. 
Actually, 'm surprised it all managed to fit 
into the memory.” 


64 coder Pete Baron was 

also impressed by the job 

Creative Reality had done on. 

the Spectrum. "They realised. 
very early that our design played to 
the strengths of the C64, yet what was 
‘amazing was that they didn’t then reduce 
ito the lowest common denominator. 
‘and make a second-rate game; instead 
they re-designed й very carefully from the. 
‘ground up and made а classic game in its 
‘Own right" Perhaps the biggest change 
wes the lack of scrolling on the Spectrum. 
version ("There was no way we could do. 
that on the Speccy, so we used a window | 


ЕИ 


map but overlapped the previous screen,” 
recalls Мей), and the shift in focus from 

swordplay to shooting. But there was one 
big problem common to both games, as 

Pete Baron tells us: "It was an ambitious 
game, and Mark was sways keen to get 
product out very quickly" Time was, 
ironically, the teams’ greatest enemy. 
"Consequently we were up against some 
pretty harsh deadlines and in the end we 
went over quite significantly. Fortunately, 
Ὃν then it was gone for enough that 
everyone could see the game was going 
то be something special." Nevertheless, 
the time issue did force the programmers 
to compromise when it came to the 
incongruous conclusion to Myth. 

"The final level wasn't originally 
designed as a shoot'em-up." reveals 
Pete, "as we had some realy weird 
hallucinogenic-type ideas where defeating 
‘the Egyptian tomb had given you 
levitational powers so vou could jump. 
and hover for a while over another mainly. 
platform level. wish we'd had the time for 
it” Spectrum coder Мей Dodwell agrees. 
“We had spent so long on the main levels 
‘that think we had only two or three 
days left ta do thot bit, so we just kind 
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МОВЕ ON MYTH: 


HISTORY IN 


THE MAKING 


ө Ihe Spectrum versin corren sl at Sin ο... 
hart en Weed OI Spectrum ard number 2i the Your Seir lap 100 


games chart rom 190, as voted ler hy the YSresdere. 


τ Baron таа sit that the decaying heath feature on the СБС 
version was е mistake: Û was a last minule dein mede only because 
we had complains Irom testers that the gare was tae взу. But by hel 
ите he krew all he puzzle salons so ———— on the 


hing аноду" 


en De Nes tor the рате returned irem Germany where the copy- 
pretecien was incarporeted аз теге igh compressed han System 
J were expecing, ο nthe Ше vite space а play wah, Bob 
and Pete spent a day ΩΩ 
Js one ofthe ings that рео always romarrber most фол Iv game 


soles Pete 


аны Daal siso wre the Amstrad version ol Mth wea тену гене 
πο onthe Amstrad so Awas ον 
к= System a6 μμ Ihe Razr in my bedroom at my 


parents house a didnt oven have a desk back then 


ө пе eigene sey ο 
was writen by Тет Best wha aso even the У The Last Nia. 


ө The music othe Commodore bá version was rm legendary Och 


‘composers Maniacs Ot Nob = aka een lel. 
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| donit think it makes any sense really 
‘Systom 3 boss Mark Cale has а different, 
‘mare calculated view on Myths strange η ον στη 
final part. "We felt the shoot/om-up genre CD ES 5 
was still popular and that, afterall the a) 2524999 25 
platforming and puzzling. the player would. = 
want a change and that it would bo a за 
pleasant surprise." Аз a result, the shooting тя 
level remained intact all subsequent 
versions, and, despite its incongruity, made. 4 

a refreshing change at the end of the game. Tse, 


yth: History In The Making on. 
the 8-tits was a big hit and. 
scored impressively in the 
gaming press. Zzap! reviewed 
itin November of 1989 and comments 
varied from "completely amazing" to “a 
wonderful mix of arcade action”, despite. 
the reviewers stil noting a relative obscurity 
of some of the puzzles. Sister publication, 


Crash, was equally effusive οἱ the Spectrum st this point in time (1981, fet the system 
version, concluding that the game was эй had not achieved a convincing foothold 
"Great on brawn, great on brain, great in Europe. resulting in Conan utimately 
оп graphics а winner!" and scored it an only seeing he ightof doy in their own 
‘outstanding 96 per cent. territory. Meanwhile, System 3 pressed on 


Not content with the C64, Spectrum and 


with the Amiga and Atari ST versions that 
Amstrad versions, System 3 touted Myth 


naturally included upgraded graphics and 


το the American market and eventually ‘other technical improvements, but suffered 
found an interested porter in publisher in a genre that was starting to look dated as. 
‘Mindscape. Taking the swashbuckling games design began to slowly advance into 
Commodore 64 version as a base, 3D. Additionally, an obSgstory change from. 
Mindscape felt the game wasn’t strong the release of Conan The Barbarian wos 
‘enough on its own to succeed, leading the artwork - it was obvious the evocative 


itto shoehom Myth into its Conan The 
Barbarian license. They released the game 
(on the Nintendo Entertainment System but, 


‘original cover and advertisement depicting 
в contemporary young man dressed in 
jeans, Tshirt and trainers with numerous. 
mythical creatures hovering menacingly 
above him did not fit into the Conan canon. 
Therefore, a generic barbarian with rippling 
muscles was crested for the NES adverts 
эла box srt and, when the game eventually 
made it onto the Y6-bits, System 3 
kopt the theme, The original eg bit 
"mere mortal" storyline was 


so АМ 


A TALE OF 
TWO TALES 


WIM he NES verson ol Ayib adeptes tor a vacare 


Conan Ње Bar banan terse, he cried artwork hed 


6 tnt verpen берите rere mortal” yanked vam 
he DI Canary o he musclo- hound barbarian star ol 


түт! 


m E Mark Cale. 


o be changet Compare here the bor art lor re original 


eta Baron says excitedhy"l was a 
liia too late in the Commodore 
64's йе cycle to make me famous. 
at the time, but it helped a lot 
when Bob and I went to sell our next 
concept to Devious Designs which paid 
the bills for the next 18 months! | stil 
{get a big buzz every time | see a new fan 
site or a good reference to the game - 
Tim hugely proud of it.” Мей Dowell is 
‘equally proud of his team's versions of 
‘Myth "Especially within the bounds of 
what the ZX Spectrum was capable of, 

| think we did a briliant job. We made 

a very Spectrum version of what was. 
essential a C54 game. It was made even 
more worth it when the reviews сате out: 
getting а Crash Smash was the highlight 
of any game developer's career!" But we 
leave the final words, and a surprising 
‘admission, to System 3 boss Mark Cale. 
“We always aimed for the best, so weren't 
surprised when Myth got a Sizzler and a 
Crash Smash. l'm proud of all our games, 
but this one in particular for the diversity 
‘between the Spectrum and Commodore. 
64 versions. | actually think the Spectrum. 
version is best!” 

On that bombshell, we think it's time to 


step back into ancient Greece once more. 


Many thanks to Pete Baron, Neil Dodwoll 
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YOUR VIDEOGAME ICONS 


уе. S 


Curators Darran Jones and Damien McFerran 
walk you through a museum of some of 
gaming's greatest icons, as chosen by you 


SONIC THE HEDGEHOG 


кин 


8-bit heroes 


ο terre 


MINER WILLY 


I FIRST APPEARANCI- MANIC MINER YE 


Few computer character 
в M 


ө FIRSTAPTEARANCE DGZY M 
His Kickstarter may hs 
burned, E 


Pac-Man is one 
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ARANCE PAC-MAN в YEAR: 1909 
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This guy is 


BREMAN 


We'd wager that 


RIS 
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в FIRST APPEARANCE 
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Guybrush is one 
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The Duke is 


W FIRST APPEARANCE 
HALO: COMBAT EVOLVED 
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ly surprising. 
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7B FIRST APTTARANCE DONKEY KONGIB YEAR. 1981 
Shigeru Miyamoto's first отав tor Nintendo, 
Donkey Kong, marked 


аре and Mario himselt — 


allowed Link to ratum to hs endearing roots. Held n hoher 
tans than even Maro, Link & a true vdeogamng legend. 


en Ш 


SAMUS ARAN 


IFIRST APTEARANCEMETROID 
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Few videogame twists can match thst moment 


cemented Aran's status asa 
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SEE YOU ON THE BEACH - ACCESS SOFTWARE 


ees: 
ишиниз, 


ing Beach Head to pioneering games like афто ο σι Бе 


the Tex Murphy series, Access Software was 


From the million-sell 
Leaderboard, Links and 


always ahead of the curve with its product line. Mike Bevan looks 
back on the legacy of Bruce Carver's celebrated company 


чү ise Wezel recounts, “acy 
sold Bruce Carver his first 
Commodore $47 This, we inter, 
νο he same machine 
Used to create Beach Head he game that 
fest brought the Acces Software brand 
fame and commercial scan 


REMEMBERING 
BRUCE CARVER 


SEE YOU ON THE BEACH - ACCESS SOFTWARE 


We started by filming my 
swing against a brick wall with 
a VHS camera 


ROGER CARVER 


Raid Over Moscow | Beach Head Il Leaderboard 


Links: Under А, 
Challenge Of Golf | Killing Moon 
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TESLA EFFECT: 
CHRIS JONES Q&A 


Tex Murphy? 


Were you surprised at the reaction from fans over the 
Kickstarter project? 
без i hadb inc the Le gan 


What can we expect from the new game? 
ште gor good performa mpl 
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- се E 


Star Wars 


MORE CLASSIC STAR 
WARS MOMENTS 


With a remake on the way, David 
Crookes talks to Lorne Lanning about 
the impact of Abe's Oddysee and the 
rest of a series that just fell short of its 
planned quintology 


chat character is 
with bulbous, 


jh ponytail of hair. 
made from feathers and a skinny, almost 
malnourished torso; the ability to let one 
go. while undoubtedly disgusting. is yet 


MO TALKING! 


ШЇ ЛАДА 


Abe and co's numerous retail releases 


повесте serme: yal dw. 


Wr. continues. “So for me, ! look deep nio 
the darkest precises οἱ the kie 
constant search of vehicles to inspite fiction 
fom these practises in an ettor om 
‘that darkness into a launch port for some 
seriously relevant and deeply onic mo: 
туй humour 

Lome's outlook had an effect on the types 
of enemies in the game that were always 


Bg shots bosse peop 
утә ber pretty useless poasies 

ке bankers,” he says. New enemies ware 
also mtroduces 


hing Sigs, Slugs 
They were all 
ters." Lome 


vath the other games, the 


‘endings. "We oid fis because 
wanted empathy to be s major fac 


дете, but il you played th 
you to get an ending that 


reflected your person 


have you were supposed ta 


ut 
 Odaorid v 
At the time, 


as the only viable way, 
sad to see al the genres being le 
cause they weren't using new 


about 3C 


The aded dimension we 
ure what n 


da Abe special n his 
wardnass and abiites, vet have that 


ing space. There was 


for Munch's Oddysee. 


EM 
lets of compromises: 


CC We always wanted "-— ры 


tobea majorfactor 


in the ЕРІП те 2 


morphed into a та 
Lome екізее, “pivot on a dime with speed 


players not He steered and lee 
2 Abe but Munch (oo, the game for him to пул ma 


son added new dynamics ered requ 
w accuraces to offer the payer 
19 possess “that Sig 


there, not; hapefuly 
et one over there but well ate 
game chooses for us. That wasn't gong to 


re games seemed 
le-olayng 


4 your possession orb. You could then ome. "I the û 
navigate to nal your target persistent eco 


character heeded to э. 


the mar 
ler Having ths inherent in a syste 
make the gamer do for various reasons at 
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Spp ο a W ме and ko 


Та met Lore ылу 
190 7009 Ho was 
eel ry сы со 
legends ovd someone 

[d sys wanted to 
nest. Over e vens γα 
bees ashing's mutual 
Wierd Ὁ pérsaace Lome 
o go bulk 1o dng 2 
“D-type gome but wei 
D assets - в romake ot 
Abe's Oridysee or a game. 
‘of a similar nature = but 
(une 2009. Lore a 
{stared monang 
фт. We spent he next 
бе months tang dbout 
ius things and ten he 
Jas Just А WNT 
сода heb Рат cut as 
Thad been at down 

by ether developer 

He wants us to ok 

at Swanger s Wat tor 
thw PC end | saci yes, as 
Jongas we сол doa 
PS3 verson We began 
A6 Work on Stronger HD 
КУЗ lat Soptwrnber 


2008 while stä working 
оп the inital PC release. 
of Stranger, which wes а 
straght роп rom Xbox 


had been stagnant for 
four years. Were there 
‘moving the series on? 
There weru по teal 
discussions. it was a 

csse of lets do ms 
project, and see where 

it taads 6 and weve 
now reliased the inital 
PC release of Stranger's 
Wath, three versions 

οἱ $палдегъ Wrath HO, 
wa vertiors of Munch's 
Odtysen HD and were 
working er he И 
pattern ramaku of Abe's 
Odaysee, Ойдин: 
Мобу Tasty. We only 
had two statt when we 
began the rta! version 
Бач have 16 now The 
lag is we wil continue. 
and were on some proper 
πανὶ projects. Were gang 
through а незілігі 

the moment that wil help 
that become а raty: 


There were promises 


wag ised и Apr 2005 
fs because Lome 

аба Shery Mekarna 

Tad ceeded enough vas 
enough woting wih 
pullshers, Tha prow 
reason was the dfc 
Gf woth оп a pts 
tila yt budgets orth of 
Siem, especaty оле 
озу ening 3 smal reum. 
fate дв отин 
аксро agreements 

the way they vera Беде 
then, Fangud Kibtwas in’ 
Злате when hat а 
Margene. so that was 
thu main vem οἱ what 
подало than. Lorne Fad 
been МАНГО on the stony“ 
and design tor Squèskis, 
Обувь ns wel. but 
codon sole ар 
Fa hee wi t зай е 
geting put on the bac 
Bare unt at tng was 
solved. And SüjStom? 
ist id hagoan maini 
бе to werkog оп 
Munch's Odisea. 


What makes Oddworld 
such a special series 

of games? 

This is степу easy 
actualy. charactor, sty, 
he world craziness 

but mast moartanty 
ΠΠ 


Is there still a place 
for 20 gaming inthe 
modern era? 

Why nat? 1 thrik both 
oura 2D art and 3D art 
with 2D pemepiay can 
sti vert very wel. and 
‘we're showing hat With 
 Odoorkt: New Ν' 

Tasty | thik thes noad 

tor everything to be n 3D 
isn't waya тте right tng 
ойо; there δὲν better 
solutons ће design 
feqiiras t. 


THE HISTORY OF ODDUJORLD 


sh are added tools 
о the designers that help overal 
any tat can come wi a game 
The fourth game became the as 
Odor 
quintelogy, 
ad boon published by 
rone Arts and, whie Lome бог 
ga too deep. he says 
working vath the last publisher pretty much. 
8 ary desire we might ave had left 
ın continuing to wore vath big publishers” 
potential issue, 
other games came and went 
5 Охо: The Hand О! Οσα 
SigStorn, The Brutal Balad Of Fanges Kot, 
Одди 
Munch's Exoddus and Oddworid: Slave 
Circus were put forward over the years. And 
ie a game may vell have surfaced around 
2008, he Westem financia crisis end work 
on а пон project caled Сга Siege caused Ё 
a distraction. к 
Яагаав ord digital content appear to ba 
the way forward for now, and η 
franchise 5 berg θυ] organically and without 
ο But it means that the sam cannot 
spend r tho wey п dd, and it wil take a 
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RED DEAD REDEMPTION 


Rockstar Games 
managed to craft 
the greatest of 
open worlds, as 
well a mature and 
accomplished | 
narrative that | 
reignited the 
unfashionable | 
Western genre 


THE БОТАЛЫ 
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Inspired by Unforgiven, 
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sprouting like wings from 
the sides of his bald head. Sub-Zero 
holding a spinal cord aloft by the 
head, blood dripping below. There 
have been а lot of iconic images in 
the fighting games genre, the purest 
form of competition in videogames 
that pits you against your opponent 
in an attempt to crush them. But 

it all started with a humble digital 
boxing match. 

‘Heavyweight Champ by Sega was the 
first over ‘fighting’ game, a black and 
white arcade boxing title released in 
1976, where the action was controlled. 
by two boxing gloves and players could 
‘sway the cabinet itself to move from 
side to side, dodging incoming punches. 
Yet despite that promising start, It took 
a while for the genre to find its feet, but 
when the first wave of fighting games. 
did finally arrive in the mid-Eighties, 
they ай rifled on the same ide, 
‘mimicking karate and kung-fu fighting 
styles, which were culturally relevant 
at the time thanks to the sudden 


their way through a tower of goons 
and increasingly bizarre enemies, such 
ав confetti balls and falling pots while 
Karate Champ recreated one-Versus-one. 
competition in a karate dojo. While 
those titles proved popular in the 
arcades, Eastern European title Kung Fu 
brought the genre to the home, vis the 
'8k Spectrum. 

“While making Kung Ful was learning 
Assembler, but it was fun and exciting 
so cannot count it as a difficulty,” 
recalls Dusko Dimitrijevic. Kung Fu's 
programmer. “Our main problem was 
how to put ‘graphics’ into the computer. 
‘That sounds strange now, but then 
there was no digital cameras, digitisers, 
scanners or even usable drawing 
software. At least we had none of those." 

‘Surprisingly, despite the fact that. 
the genre started to make waves in 
the arcade, Dusko's Kung Fu had been 


| created independently of their influence, 


mostly as arcades in Eastern Europe. 
had difficulty keeping up with the latest 
titles, “I have seen nothing even close 

before,” Dusko τοῖς us. “When Kung Fu 
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Hadoukens, rising tackles and hellsweeps have become 
familiar language for almost all gamers. But how did two people 
hitting each other become one of gaming's most popular genres? 


returned from Germany told me about. 
ап arcade Kung Fu game that even had 
а similar replay option. At the time we 
had arcade games here, but, as with 
everything else, we were few years 
behind the world, so the best we could 
find would be like Pac-Man." 

The popularity of Karate Champ began 1 
to inspire others, 
such as 1985's 
Way Of The 
Exploding Fist 
and international 
Karate, both of. 
Which continued 
to refino the one 
versus-one ideas 
put forth by 
Karate Champ. 
But it was 1987's е Ar Kung-Fu that 
was the biggest stop towards the genre 
we recognise today. It had health bars 
that would deplete in chunks for each 
hit and, more importantly, it had a series 
‘of opponents with their own unique 
fighting style. Two of the opponents, Star 
апа Fan, would throw shuriken and fans 
respectively. This meant that for the first 
time in the fighting games genre, there 
was the challenge of getting past a wall 1 


fighting 


At that time, most 
of the machines in 
the arcade were 


opponent - something those who have 
faced Guile or Athena players in later 
Capcom and SNK games will no doubt be 
familiar with today. 

Fighting games were now arriving. 
thick and fast and 1887 was a hugely 
important year for the genre. First was 

the release of 
the International 
Karato sequel, 
Ke, which had. 
one-viconeve- 
‘one combat. 
"After playing 
to death all the 
other ‘karate’ and 
fighting games 
in general. 
wanted to come up with something that 
попе of the others had shown, as they 
were all getting a bit samey.” explains 
Archer MacLean. "When you see fight 
scenes in some films set in a Dojo, they 
оңеп have the other fighters seated 
around the edge of the fighting area, 
and | wanted to somehow show fighters 
getting up to take their turn, while the 
retiring player goes and sits down or is 
dragged off for medical attention with | 


games 


his missing limbs in a basket. So, when. 
doing ІКТ animation | watched dozens of 
films for move-inspiration. So one day 
Үт watching Jackie Chan in the original 
Cannonball Run fighting off hoards of 
angry bikers and doing a double kick and 
| realised that | could just about make the 


{C645 limited sprite system show three 


‘overlapping characters. Without overlaps 
1 could just draw them with bitmapped 
character cells, and that's why the pausa. 
‘mode in К+ 8-bit and 16-bit has six 
dancing characters on the screen, 

Вит Capcom also released its own. 
fighting game that same year, featuring 
hidden special moves, pressure pads that 
had to be hit with the strength of the 
move you wanted and character portraits 
designed by a young artist who had just 
started at the company, Көй! Inatune. 
That game was Street Fighter. 


treet Fighter did not make 
a huge impact, but Capcom 
decided to push ahead with a 


sequel based on the success 
of another of its arcade titles released 
‘two years later - Final Fight. American 
arcades found themselves flooded with 
those trying to clean up the streets of 


Metro City with Cody, Guy and Haggar. 
Although it was 5 side-scrolling fighter 
rather than а "uaditional fighting game, 
Capcom sow the proof it needed that. 
there was potential in the genre for a 
monster hit immediately starting work 
опа Street Fighter sequel. 

When Street Fighter was released 
in 1961, its impact was immediate. 
It began with an iconic cast of 
charactors who were all selectable, 
from American hero Gulle to Brazilian 
monster Blanka. Each fighter 
was a curious mix of national 
stereotypes and quirky design. 
that has endured to this day, 
backed by memorable theme tunes 
such as the workmanlike percussion 
for Zangief and the bellowing 
elephants on Dhalsim's stage. Each 
fighter also had their own distinct 
fighting style and trademark moves, 
such as Guile's ksepaway tactics or 
Zangief's attempts to close the gap and 
land a spinning piledriver. 

Enhancing the appeal was a bug 
discovered in testing. The glitch that 


allowed players to cancel normal attacks 


af ¢ pw 


into special moves to create combination 
attacks. This was left in as a hidden 
feature but would become a staple 


itself. Another less known glitch, known 
as the CPS-1 glitch (as it only worked 


z] οἱ the game and eventually the genre 


Xi  onthe CPS-1 arcade board), allowed 


players to chain together light attacks 


ҸӘ Er Pressing hara punch atthe same 


time as performing the light attacks. 
These two glitches combined to create a 
surprisingly deep combo system 
AV that gavo Street Fighter N the 
depth it needed to ensure it 


‘Street Fighter i's release 
З marked the start of a golden 
era for the genre, In the same. 
year that Capcom's sequel hit 
the arcades, SNK also started to 
produce fighting games at a dizzying 
rate. Fatal Fury was actually released 
a taw months before Street Fighter ll. 
helmed by producer Takashi Nishiyama 
and planner Hiroshi Matsumoto who 
defected from Capcom following thelr 
work on the original Street Fighter. 
SNK then followed Fatal Fury with 
other series such as Art Of Fighting. 
‘Samurai Shodown, The King ОҒ 
Fighters and The Last Blade. 
Although they wouldn't prove 
эв popular globally as Street 
Fighter land its various 


a ‘exploded as a competitive game. 


sequels, SNK's titles found strongholds 
іп Mexico, South America, Pakistan and 
‘China, where they usurped Capcom's 
famous series. It was all thanks to the 
Neo Geo MVS format. Unlike CPS-1, Neo 
Geo MVS was cost effective for coin-op 
operators. who could swap games and 
artwork for those new titles as they were 
released, Neo Geo carts were cheaper 
than typical arcade boards, plus there 
were plenty of bootlegs in circulation. 
All this contributed to arcades in poorer. 
countries being able to afford Neo Geo 
MVS titles, and also charging less per 
credit, ensuring their popularity. 

But advancing technology saw a 
whole new battle begin within the 
"At that time, most of the machines in 
the arcade were fighting games, and 
there was usually a line waiting to play 
them." recalls Masaaki Hoshino, current 
producer of the SoulCalibur series. “The 
Street Fighter seres, эв well as other 
2D fighters, were the most popular. 
But players who became interested in 
the detailed, rame-by frame strategy. 
involved in 3D fighters started to become 
drawn to Virtua Fighter and Tekken.” 

Street Fighter И might have scored a 
clean victory over its 20 rivals, but the. 
fight between Virtua Fighter and Tekken 


‘ike Street Fighter И, Virtua 

Fighter's impact in the arcades 

was immediate, It was the first 

polygon-based fighting game, 
which meant it had a whole wealth of 
new ideas and tricks that hadn't been. 
‘seen before. Players could triumph by 
forcing their opponent out of the ring and 
replays of knockout blows were shown 
after each win. Fighters had fighting styles 
vaguely modelled after real martial arts. 
‘But most of эй, t was the sheer novelty 
factor of a 3D fighting game that brought 
Virtua Fighter praise and attention, No 
‘one had seen anything quite like Sega's 
fighting game. It was a huge hit. 

‘One company that felt it could tackle 
Virtua Fighter was Namco. Having 
‘established arcade racing dominance 
with Ridge Racer in the same year as 
Virtua Fighter's release, Namco turned 
ив attention to fighting games. Namco 
and Sony Computer Entertainment 
had been working together on the 
SYSTEM arcade board, which wi 
based on the same hardware that would 
be used in Sony's upcoming console, the 
PlayStation. The first release on the new. 
arcade board was Tekken in 1994. 
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Although they were both distinct in 
that they were 30 fighting games, there 
were plenty of differences between Virtua. 
Fighter and its new rival. Tekken had. 

по ring-outs, with the stages endlessly 
‘stretching out when fighters moved away 
from the centre of the stage. The cast was 
more eccentric that Virtua Fighter's, with 
Tekken sporting the likes of Yoshimitsu, 
King and Кита. Most importantly, Virtua. 
Fighter had a three-button system for 
punch, kick and guard versus Token’ 
‘system of a button for each of the fighter’s 
limbs, something that made the eventual 
PlayStation port seem like a natural fit for 
Мапксоз brawler. 

"It was the era of early polygon 
technology, 60 we were focusing on 
development methods for creating 30. 
humanoid character models and the 
animation technology necessary to 
make them move, as we saw this as 
core technology needed for the next ton 
years to como," explains Tekken director 
Katsuhiro Harada. "It seemed a logical 
choice of button assignment to naturally 
control a charactor in-game, It was also 
а good match for the button layout 
of the PlayStation controller. But the 
arcade version was developed first, so 
the arcade button layout and that of the. 
PlayStation controller are different." 


Released on Sony's console a year after | 


it hit the arcades, Tekken benefitted trom 
weaker competition against the likes of 
Battle Arena Toshinden, becoming one 
of the flagship series for PlayStation and 
selling millions. Virtua Fighter's platform. 
was Sega Saturn, limiting its exposure 
and potential audience. The success of 
their respective consoles proved to be а 
crucial turning point in the battle for 30 
fighting game dominance because, in the 
arcades, there was a clear winner, 

"Honestly, Namco didn't have much 
‘experience with fighting games at that 
time, во not a lot of thought was put 

jc elements typical of 
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current fighting games," continues 
Harada. ΓΙ be honest, Tokken was 
pretty much overlooked in the arcades, 
and didn't really trend among the 

arcade players. In Japan, it is usually 

the case that a fighting game has two 
machines connected back-to-back. But 
for unpopular fighting games, sometimes 
it is just on one machine alone, as the 
lack of popularity hardly merits using 
two arcade machines and the space they 
require. Tekken was exactly lke that, and 
most often Was on a sole machine with 
по one playing. There was one arcade in. 
‘Shinjuku where Itwas popular, but that. 
community was probably the only one in. 
Japan at thaftime. At that time, Virtua 
Fighter was quite popular in Japan and 
had a decent following. Honestly, I was 
jealous, and it was an object I looked at 
with both fear and respect." 

Virtua Fighter's dominance drove 
Harada to do anything necessary to help 
Tekken gain more exposure in Japanese 
arcades. "l assembled a character 
costume with the company's money, 
and organised tournaments and helped 
hype the game while cosplaying as that 
character.” Harada 
tells us. 
was so unknown 
that had to resort 

0 those drastic 
‘measures to 
gain attention for 
the game.” 

But just as 20. 
fighting games 
were struggling 
for some semblance of balance - Street 
Fighter И: Championship Edition had a 
ridiculously overpowered M Bison while 
“SNK boss syndrome’ meant that those 
playing either Fatal Fury or The King 
Of Fighters on their own didn’t escape 
at ай lightly either - 3D fighting games 
also found balance to be a fairly elusive. 
‘element at times. 

“One interesting episode is that 
Tekken, as a competitive fighting game, 
was so unbalanced that rather than 
guarding King's elbow attack it was 
‘common consensus to crouch and 
‘eat it on purpose, rather than guard,” 
continues Harada, "The same with 
Nina's Knee! Kick. Players would move 
forward instead of guard because, for 
some reason, you could counte 
Nina if you did во, When you h 
now it sounds crazy but, at the time, it 
was common knowledge to everyone. 
Most fighting game players try hard to 
guard everything, but expert Tekken 
players would let а move hit them on 
purpose. | still remember to this day the 
perplexed look on the faces of Virtua 
Fighter and Street Fighter players when 


меп I wanted to come 

up with something 
that none of the 

others had shown 


ith the success of Tekken on 

PlayStation giving Namco a 

new sense of confidence, it 

quickly moved onto a new 
3D fighting game series to accompany 
Tekken - the weapons-based brawler 
SoulEdge. Despite the immense 
competition in the fighting game genre, 
Hoshino says that the team didn't feel 
intimidated by joining the increasingly 
competitive gen 

“Our goal was to create a weapon- 
based fighting game that made тоге 
use of the 3D playing field for Из fighting. 
mechanics, and featured high-end 
graphics with more improved lighting.” 
he explains, “As such, there was more 
a feeling of excitement about trying 
оп accomplishing this, rather than a 
feeling of pressure. Also. we put quite 
abit of effort into the story setting and 
character development to attract more 
fomale gamers, and others who wouldn't 
normally try out a fighting game.” 

Hoshino says his personal highlight 
was watching footage of SoulEdge as the 
Namco fighter made its first publie bow. 
at Japan's Amusement Machine Show in 

1995: "A game 
designer, still 
a new recruit, 
used the 
limited assets 
available at 
that time to 
create [the 
video footage) 
Ho used the. 
controller to 
carefully and precisely control the camera 
for cinematic flare, and then put a lot of 
care into editing to surprising effect. We 
were all very happy that many people 
were looking forward to the game after 
seeing the footage, and the motivation of 
everyone on the team greatly increased. 
A lot of ideas began to come to us at 
that time as well, This perhaps led to our 
pursuit of a high level of graphic quality 
and features that, as a result, saw the 
implementation of the well-received 
interactive ending sequences, and 
the editable opening sequence in the 
Dreamcast version." 

SoulCalibur found a new home 
outside of the arcade on Dreamcast, as 
30 fighting games continued to soar 
оп console with the Tekken and Virtua 
Fighter series joined by new upstart 
Dead Or Alive. But eventually, and 
perhaps inevitably, the power of the 
fighting game began to wane. As Street 
Fighter grew increasingly complex with 
не combo system (Alpha series) and 
defensive options (Street Fighter ИП). only 
hardcore fans stuck around. Financial 
troubles saw SNK collapse, later reborn 
эв SNK Playmore. Even 3D fighting game 


series had their momentum slowed 


with mediocre entries - Virtua Fighter 
3, Tekken 4 and Soul Calibur Шай 
disappointed fans. 

The biggest factor in the genre was 
how the status of fighting games in 
arcades was changing. In an attempt 
to draw crowds from consoles, arcades, 
begun to turn away from fighting games 
and towards unique arcade cabinets that 
‘would provide experiences you simply 
couldn't get at home. The growth of 
competitive play thanks to tournaments. 
like EVO and Super Battle Opera helped 
fighting games stay relevant during а 
lean period but, ultimately, muscled out 
of arcades and without decent online 
play, fighting games found themselves. 
in limbo. Xbox Live was the first stop. 
оп the road to recovery with online play 
for Capcom Vs SNK 2: EO and Street 
Fighter Anniversary Collection, but it 
would take the invention and evolution of 
GGPO technology to provide the first real 
alternative to arcade play. 

As we all know, Street Fighter IV 
would bring the genre back with a 

now have 
‘spanning crossover 
titles (Street Fighter X Tekken), now IP 
(Skullgiris), HD re-releases (Darkstalkers 
Resurrection), free-to-play (Tekken 
Revolution) amongst familiar faces such 
as Tekken. SoulCalibur, Dead Or Alive 
and The King Of Fighters. Progress has 
come at a cost. Almost all of the top 
fighting game arcades outside of Japan 
have closed their doors, such as New. 
York's Chinatown Fair (2011), London's. 
Trocadero (2011) and LA's Family Fun 
‘Arcade (2012). The cost of 2D animation 
has seen Capcom now default to a lass 
interesting '2 5D' style of visuals, with 
only ArcSys and The King Of Fighters 
flying the flag for hand-drawn animation. 

But some things never change, The 
ery of "Shoryuken!" as Ryu flies into the 
air is still common. Heihachi's hair still 
makes no sense. Sub-Zero is still fond of 
solving disagreements by reaching for 
spinal cords. Hopefully, the rebirth of tho 
fighting game genre means that we'll see 
a whole host of new iconic images in the 
years to come. 
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Yoshinori Ono, Street Fighter's producer, looks 
back at its past and successful revival 


We've heard that you played a lot of Final Fight 


» decide to bring 
ν were younger. What do k with Street Fighter IV 
t about the arcade scene in Ч vios and siariad ной 


IV has been the most p 
fighting game this generation and revived the 
genre. Why do you think it was so popular 


think itis that made 
her fight 


Ryu has served as the iconic character for. 
fighting games as a whole, let alone Street 
Fighter while Hadouken” and Shoryuken” 
have become Iconic terms. The Japanese for 
hurricane kick? Not so much. 
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Just about every character in Super Smash. 
Brosis recognisable thanks to Nintendo's 
heritage, but the top-tier terror who 
dominated Melee tour and has 
come to represent the series is Falcon, 


4. Ж. 

He looks Ше а bland karate dojo-style 
brawler but his fighting style, a seres of fast, 
Powerful blows with extremely complex 
execution (at least up until VFS), meant he 
was an expert-only character 


өг | nemo femen 


5МК' first end character’ in fighting games, 
Terry Bogard is defined by his sleeveless red 
тор, red Fatal Fury cap and lines like “Are you 
okay? Busteeeer Wott!” 


SCORPIO! 


Mortal Kombat's ninjas, Scorpion and Sub- 
Zoro, were the hottest (or coolest) characters 
since the beginning. It was Scorpion's ‘get 
over here!” spear move that became a series 
trademark though. 


The most relatable character in Samurai, 
Shodown's cast of eccentric fighters, 
Haohmaru has brought his samurai sword 
to the likes of Capcom Vs SAK 2, SNK Vs. 
Capcom and Neo Geo Battle Coliseum. 


The simple karate practitioner was one of 
the first fighting game characters and his 
design has endured through the likes of 
'SNKCs Kim, Takuma and Mr Karate. 


ПО 
ии ТЕ 


Felicia, бетіні and ВВ Hood are equally 

Well known, σσ unusual. 
‘example of a popular character аз she's so 
unorthodox and difficult to use effectively. 


's answer to Ryu popularised 

the term ‘dustloop’, a сотһо that sees Sol 
looping the same corner combo that involves 
the Dust button. 
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Clearly the face of Dead Or Alive, Kasumi 
has been a series mainstay and the first 
character to appear on ай promotional. 
material such as trailers and artwork. 


= 


stronger charactors and certainly one of the 
most unique. 


Street Fightor Il brought in a wealth of 
new faces, but it was Street Fighter Il: 3rd 
Strike's Q who really captured everyone's 
Imagination because no-one really knew. 
who he was. Man? Robot? Both? 


EE 
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б 
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vertu crossed ovra e Кир OF 
Fighters series, where she became one of 
emos popular éd иконы facea 
putent. 
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'SNK's English pirate girl first emergéd in 
Garou: Mark Of The Wolves and has been 
a fan favourite since: Har unusual fighting 
style, relying on tricky әй moves, means that 


= = 
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Alphas most requested character who 

hasn't been brought back in Street Fighter 
IR Mika had an unusual fighting style 

here she was a grappler with a series of 
throws that had delays on them. 


AAC 


Whether it's Kyo or lori, take your pick for a 
King Of Fighters lead character. These two 
serve as the Ryu and Ken of the series, or 
perhaps the Ryu and Akuma - Kyo being the 
‘nero’ and lori the evil, deranged character. 


CLASSIC MOMENTS 


The Legend Of Zelda: 
A Link To The Past 


MK CLASSIC 
PAST MOMENTS 
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Even now, The Sims remains the second best-selling PC game of all 
time — beaten only by its sequel, The Sims 2 - solidifying its position as 
one of the games industry's most influential titles. Adam Barnes speaks 
to its creator Will Wright about how these digital people were born 


Үз surprising to consider that The 
selling PC franchise 


idea, and no one at Maxis shared that 
vision. It was, in Wright's own words, 
“а struggle". But, it was something 

he wanted to play, and he knew that 


pt for a videogame 
- namely the manipulation of tiny 
Virtual people and their everyday lives. ШЙ 
- come to be? 


THE MAHING OF: THE SIMS 


that, we hate thet des I totaly bombed 
in the focus group. 


661 always thought of it 
kind of as a human 
flocking simulator 77 
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THE MAHING OW THE SIMS 


EXPANDING THE SIMS 


The Sims’ success steamrolled and, inevitably, ex 
Was the game with the 


pansion packs were released, At the time, The Sims 
most expansion packs ever, surpassed only by later versions of the game 


{61 spent a lot of time thinking about how. 
to make the behaviour of these people 


very robust, interesting and plausible 77 
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SPATTER 


а Developer: Sega Ш Year: 1984 Genre: Maze game 


Ш 


M Spattors Japanese title roughly translates. 
as 'Sanrin Sanchan - Mr Tricycle’, and while it's 
‘obvious why Sega thought a name change might 
help the game's overseas fortunes, it's less clear 
why the publisher settled on the name it did. It 
is possible Sega intended to call it Splattor = its 
gameplay certainly involves squashing and being. 
‘squashed - but got landed with Spatter after 
consulting a Japanese to English dictionary. What 
is apparent, though, is Spatter's high quality and 
uniquely Sega vibe. On first inspection it appears 
to be a straightforward maze-based collect^em- 
up. but the clever mechanics underpinning the 
deceptively simple layouts of Spatter's bright 
‘stages produce a far more interesting challenge. 
‘As you might have guessed from the game's 
Japanese tite, the player takes charge of a tricycle 
manned by the orange hooded Sanrin Sanchan, 
with your objective being to collect flowers that 
‘grow within a seres of garden mazes. Naturally, this 
upsets the various gardeners whose hard tll you're 
making a mockery of and they soon try to stop your 
Norai thievery by chasing you down using go-karts, 
helicopters and stnamvollers. So far, so Pac-Man. 


But, as mentioned, Spatter has fresh mechanics 
up їз sleeves, specifically the imaginative defence 
mechanisms you're given to play with. 

First up, vou can ram into the side of the fences 
you cycle pest, which would be pointless И not. 
for the fact that they're elastic. Fences offer two 
possibilities: you can bend into them while a 
go-karting opponent on the other side is opposite 
‘you, which knocks them out of the maze, or you. 
сап leapfrog any foe on your side of the fence by 
riding into it and over them. Your second defence 
= breezeblocks that liter the maze - are optional in 
arly rounds, but essential in later ones, as fences 
don't damage helicopter piloting adversaries. Stil, 
later levels feature indestructible steamrollers, but 
a carefully lobbed breezeblock con see off weaker 
enemies or block their progress, 

Spatter also offers bonus rounds between 
stages where you pick fruit and deliver the flowers 
you've collected to Sarvin's girlfriend. On reaching 
her, vou hold hands and bow, another of Sparres 
many idiosyncrasies, These might explain why it's 
unconverted, but don't make it any less worthy of 
а recommandation 
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CONVERTED ALTERNATIVE 
RALLY-X 1991 
Rally-X involves a vehicle-bosed 


chase and clearing its stages requir 
collecting all the items in the maze, so it's 
э pretty decent alternative to Spatter. Take 
the MSX version out fara spin. 


Innovate machrics dangun Sparar as more 
hana ampie mare game Pembe ances ollo payers 
aie ways οἱ эли or sharing enemy veces 


Quy opponents are a Sepa stapte and Stern. 
captan Tha foes you rst encore тв go-karts ara | 
Wear Sone Ho heds ard дарра 


D Рене ranting about Wenogae videnco shou be shown 
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REST LEFT IN THE ARCADE 


PIG NEWTON 


| 


5 Developer: Sega ІШ Year: 1983 № Genre: Platformer 


№ Рід Newton was developed for Sega's 
080 coin-op system, an interesting setup 
with raster and vector versions that allowed 
arcade operators to change the game in 

а compatible cabinet by swapping one 
CPU board for another in ruth, he games 
produced for the vector variant are more 
fondly remembered than their sprte-bosed 
counterparts, This is a Ие unfair, эв some 
(G80 raster tes are dacent games. Pig 
Newton, however, is a missed opportunity. 
Ка gameplay and graphics are sound, but ts 
unresponsive controls make navigating бе 
man character an ct of sheer masochism 


UFO SENSHI 
YOHKO CHAN 


demand for a home version. 


The sim is to collect bird eggs while 
dropping apples onto the heads of two. 
hungry wolves trying to chop down the 
tree you're hiding in, but time after ime 

‘the game's control set is left wanting. Cue 
cheap death after cheap death as you 
attempt to compensate for the eponymous 
Pig Newton's delayed and unpredictable 
reactions, followed by а chip tune "Wah, 
Wah, Wahl” that rubs salt in the wound. It's 
э shame realy, as with tighter controls the 
game could have been a lot of fun. As it 
stands, though, there would have been lite. 


W Developer: Sega Vic Tokai Ш Year: 1988 № Genre: Shoot-em-up 
нш 99% И Vic Tokaiis perhaps better 


κ de Ps 
x» > 2. j| known for developing Psycho 


Fox and Decap Attack for 


the console market, but it 
developed a handful of 
arcade titles, the majority 
of which were published 
by Sega. 

UFO Senshi Yohko Chen, 
or ‘Extraterrestrial Soldier 
Yohko Chan’ in English, is 
probably the best coin-op 
effort Vic Tokai produced and 
is by far the most original in 
terms of gameplay. The best way to explain the game is by saying it genre: 
hogs. For instance, the opening stage takes place in a top-down maze where 
blasting invading extraterrestrals is rewarded with coins that allow you to 
‘buy upgrades in а shop. Aside from extra fives and time, more powerful 
firearms are on sale, with newly purchased wespons becoming selectable 
alternatives rather thon replacements for your trusty laser pistol. Conversely, 
some later levels are side-scrolling platformers where dexterity and timing 
різу as big a part in your survival as firepower. The reason the game 

s unconverted, however, has probably ав much to do with its uniquely. 
Japanese flavour as its unusual blend of genres. 


ALIEN SYNDROME 1987 

‘Admittedly, it's tough to find an equivalent of 
UFO Senshi Youko-Chan that was converted to 
home systems so, instaad, get yourself Sega's 
"widely ported maze-shooter Alien Syndrome 


‘and scrolling platformer Wonder Boy and then 
play one after the other. 


ΜΕΒΟΣ should clearly be your first 
роп of call when seeking out a 
home based alternative to Desert 
Breaker: As wall as the Mega Drive 
version, MERCS was also ported to. 
Various home computers. Play the 
Меда Drive outing though, as it's 
absolutely fantastic fun. 


DESERT BREAKER 


ШШШ 


W Developer: Sega ΒΒ Year: 1992 № Genre: Run-and-gun 


M One glance at Desert Breaker 
чөй you that it's Sega's take on 
Capcom's top-down shooter MERCS. 
In fact, the similarities between the 
‘wo games may go some way to 
‘explaining the rarity of the Desert 
Breaker coin-op. Sega's title certair 
resembles MERCS enough to have 
made their lawyers nervous, and 
egal concerns likely influenced 
Sega's decision to license and port 
MERCS to the Mega Drive rather than 
converting Desert Breaker 

Inspiration and unconverted 
status aside, Sega's homage delivers. 
‘on gameplay and does so while 
ueoking the tied and tested MERCS 
formula. One obvious change is that 
You can flee from overwhelming 
firefights by hitting a dash button, 
which grants a temporary speed 
boost and invulnerability. And 
ας well as being able to upgrade 


Your firearms to more destructive 
variants, vou can also exchange your 
‘grenades for special weapons. More 
importantly, though, the game's 
countless enemies and imposing 
bosses provide a stiff and varied 
challenge, which is everything you 
want from а no-nonsense run-and- 
qun title 


IN THE CHRIR: COLIN PORCH 


Е 85 
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COLIN PORCH ме У.А albi "We / τμ, 
Colin Porch saw it all иа келге санчы right at [4 а as P ее 


Ocean. He tells Paul Drury about d lungeons, vengeful wives and why he's 1 other, А ово Stars (C64) Unreleased 
still head over heels in love with making games * лы: ὃ 


Тһеуй ER to call © 


lead Over Heels 2 (ST) ТВС 


1окімей one even though California Gold Rush which was. 


The archetypal games coder of the early Eighties | «ons ο 
may have been a scruffy teenager tapping away wae E88. whch vessrelyamout Ме Pac-Man по Iput hese 
in his bedroom while his mum made his tea, but "'" жыш кешенд. 
Colin Porch was into his thirties when he discovered What was it that convinced you to | you can complete a val all he way 
the joys of videogames. He swapped a career in take the plunge? 
finance for creating games at some of Britain's | paved the games on the console and 
best-known software houses. He was there when ist tought could do beter! as ey come across you val, they 
it all went pear-shaped at Imagine Software and зн itlecarridgeand hada DIN wpe t out and on ater val they can 
then hopped across Liverpool to spend several sound effects... f squeezed into 4K 
years at Software Projects. His longest and most 


of memory! 
fruitful stint in the industry was with Ocean in code ta srgrar it k бит even have 
Manchester, where he worked on such successful 2n assembler You had to workout It sounds to us like quite a playable 
arcade conversions as Gryzor and Operation Wolf e hex code and со "86, Aged — Wiegame о a 
and brought the wonderful Head Over Heels to the ® ples ын pens ess Te 
C64, Atari ST and Amiga. Colin welcomed us ΠΙΟ p came with a keyboard then? w an ad in cur local paper from à 
his Northamptonshire home, which has а trusty ST  [laughelNa you had ıo jon the ио страту caed Anik want computer 
upstairs, but sadly no porch. _jeystick controllers together and use games. It was run by a guy called 
the buttons on them! Richard Andrews in Northampton, 
Would it be fair to say which wasn't too far from me in 
that you came to games. ‘That sounds ike hard work, Colin. Kettering, so | rang him up and 
programming later in Me? What was even worse was the hadn't got a commercial product = only 
Wel, at Ocean they used to call me instruction book it came with was fl а һап of people must have had the 


— Fossil or ‘Grandad of errors. It had clearly been written Radofin and the hobby module - but I 


Cats Ra oi in Engish by people who didn't speak was preity confident I could convert it 
‘teat ria нн How rude. Engish. I could've written a better one 10 another machine. He come over and 
Isat mind... mean, Hes twice a8 тузе after a few months. But the sêw itand told me Commodore was 
08 as most of them. | was 35 when processor was а Sgretics 2650. and | veryaccommodatng to programmers 
1 frst used а computer twas in the ів оле of the best processors Ive. wanting to make games for their 
late Seventies and I bought а Redofin ever used... much better architecture | machines but Atari wasn't helpful at all 


‘console, which was cheaper tha then the 6502 I'd end up using on the So, for my birthday, my ded bought me 
Atari It had Pong and Connect 4 on Commodore 64! 
and gares lika that and, ater а whl, 

‘hey released а ‘Hobby Modula’. The Did you manage to write any 
advertsing just said, ‘buy this, you cen | games for the Radofin? 

make your own games!" h sounded Yes, a few. The best one wes That was the idea! Mr Andren 


ss took a 


ато GATE nemo owen sa 


———— 


сосу of the finished game and asked 
те if he coud borrow my colour 
printer, which were lke gold dust in 
ος, to start producing 
materials. | said okay. 


him and 
Northampton bı 


ot 10 his house in 
found й өту 


It sounds like you were gazumped 
like the gold prospectors of old. 
didn't that put you off tho software. 
industry a bit? 

1 saw itas а local ip-oft. This wouid 
st seen an advert 
аге in Liverpool 
who actually wanted to employ. 
ресе. 1 went up to see them and 
showed Dave Lawson ljoint founder 
of Imagine Software] California Gold 
Rush He was quite impressed and 
he asked me if Fd taught myself 

| said, "We've all taught ourselves, 
haven't we?" He laughed and said, 
When can you star?" 


mM 
ο πο” 


oN ETD оле. 


What project did Imagine assign 
you to? 

Dave mentioned this ‘universal 
programme’. The idea was it would 
be a framework you could put any 
game into. It'd have a beginning, a 
Central hub where all the tems in the 
game would bo processed and a loop 
10 hande things as they change in 
the game. 


It sounds like a very early example 
of a ‘development tool’. 
Effectively that’s what it was, and | 
dd get it working. My understanding 
was that they'd taken on loads of 
staff because they had this deal with 
Marshall Cavendish to produco à 
game a month to be given oway with 
ıe they were publishing. 


О! course! That's why they needed 
а tool to help produce games as 
quickly as possible, 

Even with the tool don't think it 
was ever feasible. Smplisticaly, you 


ОА wa wing on rage Lar utente 
ον» 


might say й it takes one person six 
months to make a рәте, si people. 
should take one month; but it doesn't 
work ke that. They're faling over 
hamselves, trying to use the same 
memory and variaties. 


Did you have any involvement with 
Bandersnatch and Psyclapse, the. 
infamous ‘mega-games’? 

Iwas friends with people the Jon 
Gibson and Eugene Evans, who 
were working on those videogames. 
They'd come and jon in and see 
what the rest of us were doing but 
we weren't allowed access to thor 
suite of offices. They became known 
эз "The A-Team’! I remember seeing 
them once, all sat on the flor, tying 
to link up these SAGE computers to 
share data. They never got it 
working though 


Colin, is that you, rubbing your 
eyes and shaking your head in 
despair about two minutes into the 
Commercial Breaks documentary 
that caught the dramatic implosion 
of Imagine Software on camera 
back in 19847 

laughs] Yes, that's me, using a SAGE 
4 linked to a Commodore 64. | was 
working on а game aimed at three to 
four-year-old, getting them to match 


shapes and colours. | think Imagine 
thought they d spotted ὁ niche in the 
market for games for toddlers, 


Imagine had many interesting 
ideas but it all went horribly wrong 
and ended in bankruptcy. When. 
did you realise things were falling 
apart there? 

The first indication was when тү 
wages didn't go into the bank! Г 
joned them in January 1984 and 

bby Moy, problems were becoming 
apparent. | just taken out a morgage 
and | thought | was going to lose 

my house! 


Wore you there when the bailiffs 
arrived at Imagine? 

Yes, | was at werk that day. | don't 
drink so | wasn't at the puo ike 

most of the others, I used ту own 
C64, мо disk drives and e printer at 
Imagine end I had the dickens οἱ ο job 
convincing the БайНБ they were mine! 
They asked me for receipts and | said, 
‘come on, look at ît, its hardy state of 
the art stuff They took my word in 
the end, Heft the building with al my 
equlgment under ту arms and that 
was that 


How did you епі 
up worki г 
Software Projects? 
There was an advert 
in the Liverpool Echo 
and about 20 of us 
applied from Imagine 
for two jobs. It was a 
lot smaller operation 
but they took four 
of us on, maybe 
out of pity. | was 
interviewed Бу Alan 
Maton and Tommy 
Barton [co-founders 
of Software Projects 
with Matthew Smith] 
and | think | got a job 
because I'd Sctually 
got some completed 
pigens under my 
elt. Not everyone 
from Imagine had... 


Did you see very much of Matthew 
Smith back then? 

He'd come into the office, but not 
very often. I nevar saw him working 
опа game, [ust on things that 
interested him from an academic 
point of view but with no practical 


MC Coi Gal Лада as Fa ste мики he ОМ. 
ΤΩ 


(6 Dave Lawson at Imagine 
Software asked me if I'd 
taught myself to code. 

| said, ‘we've all taught 
ourselves, haven't we?' 99 


application. Ha spent weeks writing 
а programme that had ite grains of 
sand, or maybe it wes snow, falling 
the top of the screen, cofecting 
e bottom That was it 


Your first game for them was 
Harvey Smith Showjumper. Erm, 
‘show jumping Isn't a sport that 
you would normally associate 
with videogames. 
it was Tommy Barton's idea. | just 
sad, По you think a show jumping 
Game will зей?” He said, "Yeah, И we 
‘But the right son on it! The whole 
‘concept was mine after that, how 
game looked and worked, The horse 
was done by my wife Janet. She used 
quence of photos taken 
1872] to show 
(есінеу, those 
to pikes. It was 


the famous 
Ὃν Muybridge | 
а horse galloping. 
Pictures were turne 
painstaking work! 


Having а household name like 
Harvey Smith on the cover must 
have helped publicise the game. 
‘Actually, the week before Я was 
released, Harvey Smith walked off 
with someone else's wife and Y 
was big neves beck then! Suddenly, 

we got word that Boots, WHSmith 
and an enormous number of high 
street shops wouldn't stock our game! 
That һәй to affect sal 


We bet you felt like giving Harvey 
‘one of his own trademark two- 
fingered salutes. Did you have 
better luck with your involvement 
with Dragon's Lair? 

We had an actual arcade machine in 
а corridor in tha Software Project 
offices. We'd play soma and then talk 
‘about how to do it on the Commodore 
64 There had to be comororises, 


obviously. I'd be pacing ир and down 
in the office in the eary hours of the 
morning sometimes, thinking of what 
10 do. 


The original Dragon's Lairfor the 
Commodore 64 was largely а 
port of the Coleco Adam version, 
but It looks like you had more of 
a free hand to develop your own 
levels for the sequel, Escape From 
Singe's Castle. 


Both games were a grouo elfort. For 


the frst Dragon's Lair | produced 


yed on coding 
а couple of the levels in conjuncti 
John Darnell. Certainly, most of 

ding was his, We developed. 
his technique so while vou. 
playing one section, the next one 
was loading into memory. For the 
sequel, I remember designing the 
opening 'rapids' level, | had the 
problem of making Dirk "disappear 
s he wont over each level of water 
ta reappear, smaler, on a lower 


You left Software Projects before. 
Dragon's Lair Il was released. What 
happened thera? 

1 had a disagreement with Tommy 
Barton over a Orvstmas bonus, which 
he promised and then never paid me 

I went back after Ovistmas — this 
would be 1987 - and was working 

оп Singe's Castle when | got a cal 
from Calin Stokes from Ocean who 1 
new from Imagine days. He offered 
me a lot more money and he said 
they'd pay the commuting casts kom 
Liverpool to Manchester, so | said 

I'd love то join them. Tommy was 

not асу He retused to pay me 

the holiday money | was due, so | 


IN THE CHRIR: COLIN PORCH 


* YOU ASH 
THE QUESTIONS 


We quizzed Colin in his Northamptonshire home 
with your questions and he duly responded 
between bouts of coding on his Atari ST... 


‘Northway: Was it easy to convert Head Over Heels from one CPU 
architecture to another? 

No, it was very tricky, Jon Ritman's code was tremendous well 
‘commented so | knew in English what it was supposed to do but I dde't 
understand the mechanics of how it worked! But that didn't matter as long. 
35 my routines did the same thing, We'd feed date in ond И it came out the 
same for mine as it did his, we'd cracked it! 1 was on the phone a lot to Jon 
if I had a problem and he'd help me as much as he could 


Merman: Was there a lot of code sharing among the in-house team 
at Ocean? 

‘Apert from people working on the same project. not realy. We didn’t tend 
ta do that, though | think Paul Hughes got his hands on stuff! don't think 

it was a matter of rivalry, it was just this is what we're working on, that's 
what youre working on’ We'd frequently discuss methodology of how to get 
+ particule effect working, though, Like thet antescroling device 1 used for 
‘Operation Wolf - I was happy to share that with whoever wanted to use й, 


Mayhem: How difficult was it getting Operation Wolf into a single load 
rather than а multiload? 

We used quite e lot cf compression techniques, A lot of picture data, believe 
itor not, consists of zeroes. If you ve got a stretch of ground the same 
союш, you can just say I want this colour forty times!" li was a challenge, 
but it was something we knew we had to do right from the start. 


FGasking: Was your brother Frank Porch a programmer too? 
Yos, he wrote a game caled Yanicee in BASIC for Алуу, the same company 1 
did Caforna Gold Rush for, and with the same result. We naver got a penny 
from hem! 


DRS: Was programming on the Game Boy very different to the C64? 
‘They had semis processors but | thought the Game Boy was a realy awful 
machine to work with. To keep the costs down, Nintendo had used the 
same registers or processors, cal them what you ike, to do different things 
at different times during its cycle. One processor might be responsible for 
updating graphics end the same one would do something with the sound but 
ata diferent ime in its refresh cycle f you ted ta change one when it was 
handing the othar, it just collapsed. 


"Cale e κα идем daha vor i Dean ан eh буу ant Дине Wi 


TRO сатаа! 


ve disk with the game | wi 
ng on as 


ice sent to my 
saying I'd stolen his property. | 
in saying | had a problem and 


dive them the 
well cay the holdey п 
м. And off | went to 
of Ocean in Manchest 


Those dungeons are famed for 
‘arcade alley’, which housed 
the original arcade cabinets t 
Ocean were converting for home Jat 
computers. Is that where you 

were told you would be handling 
C64 versions of Gryzor and 
Operation Wolf? 


they always let you see the 


asked you # you 


bi 


ctor, so 14 get people йе things 
wey to play tsa | could dedde contrals о 
it was feasible! 


You collaborated with David Blake 
оп both of those games. Was it 


good working relationship? biggest thing. It wasn't ideal but what 
ger than me and we | өзе could we do? 
the ume 
but we did have umpteen arguments When you saw the huge plastic 


own tohenised assembler which 


reduced that gave you extra 


instructions and 


FIVE TO PLAY 


MONS rm rg et 
ien ea tyes oo 


dod up i 
ip and th 
of us wanted 


We really like your conversion of 

Gryzor, except for the fact that you 

jump by pressing the space bar. 

We have to play it with one of our 
fest on the keyboard, which 

isn't pretty. 

Ismiles wryy] W 


обе days = the space bar s the 


‘machine gun on the front of the 
Operation Wolf cabinet, you must 
have thought, ‘How the hell are we 
going to do that an the 0647. 


the joystick 


piel by pixel scroling 
о scrol the 


мо just di 


The best releases from Colin's back catalogue. 


DRAGON'S LAIR I ESCAPE 
FROM ΘΙΝΒΕΞ CASTLE 


ADAPTING THE GROUNDBREAKING iere меке eve t 
ore vires wr a bly айа 

тй he ahi rege oF Dragons La 
hotel eeposed, Creat Sore Rape or mer 
Sore ту scene om fe sighs mache rr proce fv 
утту payee тош whch ο. 
ενος 
‘hough ave τ he ea morus cepere orm 5 теше Praes 
reme vas eren fm he gre eas Vie шие Cai. 
eter te anys i Am аа ey 


58 net лел. 


HARVEY SMITH SHOUI.JUmPER. 


IT MAY NOT shen be захода weh vermes b Coin 
πασά gane m еттт ie эп ФЕ pi ah 
irene әры, regendi pepe мей gra o rears The 12 
rires en зн con be tegeret FEAR hey кэте 
ο yess seach e дет, 
πο 
The hone ope arei caters иһ πετούν gane and теде è 
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How did you manage to scroll only 
а small portion of the screen so 
that it maintained an authentic 


eray sorta’ a singe 
ın the scroon. It 


You took on a different type of 
conversion work with Double Take, 
converting it from the Spectrum to 
the C64. 

I didn't really want te do it In my rind, 


wes very Ийе that grabbed you 


Iwas give 
We had a team ot 


samote ana control the 
objects they gave me. | just didnt think 


{YOU MAY KNOW a Con обои you cal tin 
erecti ngrana gunner You scuta zb eres у 


eg rete, mich he толыға Эу o е ge 
SV gite up the ak eres ruth myy nhe Easing 


of Head Over Heals! doesr 
you can do it! | have every res 
ust think he was very aware af 


stressful 


ommodare. | only found out years 


ter thatthe ver the 64 
and subsequent 

aterert to the 
because he'd deliberately taken out 


game? 


be 100 long 10 p 


ifs not a heart at 


Did Jon offer you Ee 
а lot of assistance 
with the task? 
He came and saw 
me at Ocean, told 
me how the game 
worked, drew me 
some diagrams and 
jave me a listing of 
the 280 code – I'm 
not a 280 coder but 
| could follow what it 
was doing. It simply 


μονη 
Verena nia reta 


CONVERTING ANY ARCADE concn hi tse home 
Тана can be 2 secu меге but hen Же ума he an 
Us rm ота ont e oro pone ou iro yov res 
чю турт t Howry pray ет тоат 
рекет! Сог ол) һа fou соо белі De drain ve 


мша rise eid ess ж tenue μά ни г 
ончу tun тут he сөкті The gerion туштү" 
жёне Фит Can vetet showed Ἡ 
‘Tartan Же c г τον f oral тестен ara ore oF 
Тот: т succes atate por. Zip mime ra Sedet ri 
Жие US προίκα ир a ice Joye emanare п дебит 


became a matter of 
making my routines 
do what his routines 
were doing. The 
maths involved was 
2M not trivial, I'll tell you! 


We imagine it could be very 


heart attack while working on 


‘cause те to pass 
happen а time or two at Ocean 


tening to 


hink stress helps but | did really 
‘enjoy my job at Освг 


‘As the Nineties dawned, things 
must have changed at Осе: 

1 got a cal from Gary Bracey in 1891, 
sHectvely saying the home computer 


couldn't be доп 
said, wel, I'm. 
a go! They са 
advance and 1 went ho 


it true you had a 


but I know irs 
реоде around me. 1 


ring 1 әл en 1 never told Ocoan that! М 


Yes, the disk 


iddle of the tron 


le, Ocean 


плекс and 


of their money back 


| HERD DVER HEELS 


OF ALL THE gres Cle wet cf e Echo эл! ему 
Пе is Те one Кез тет pour of A er creer 
OF em Rieman еті бети Статутот s тент rever 
"erts ο бое Maas or ὅποι жете 
harping а ре сыт - бе ort phen in fe magrare 
оу Coi wes ат men vorh "he сити не еу рена 
Ὡς ко Але тато кете n зра чт та er 
эж thr to Ocean от а Venom bee He's теп Sites ve 
Hand буе retur ү, err He eaten every s recu 
e ber vert an in eB ars Ne eyes # v m progres 
in Gans sue ST we can happy eor Sher s ken eer 

| ке 


ΑΝ, is this the burglary we 
remember reading about in 
Videogame press at the time? 


isks, Im out of werk now 


Couldn't you have re-coded the. 
game following the incident? 


IN THE CHAIR: COLIN PORCH 


ea Oot Ti буни көні 


Did that mistortune signify the 
end of your involvement with 
Videogames programming? 
until last year, when | 
y È 


v he sent back this re 


ely falling about you the other day! 


So you're back to bedroom coding 
30 yoars after you first started. 


Oh уез, it takes me back. I'm pacing 
ms. The buzz 5 їй there. 


The teeing 


hospitality and ta his brother 
Frank for the Anik 


games photograph. 
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Similar games you must play 


gen 


>> It's been a bit 


of a quiet month, 

so weve decided 

to mainly focus 

on the rather 

triumphant return 
f Shadowrun. 


of . 
We also take 


Einal Fantasy Ogre Battle: The | XCOM: Enemy Fallout (1987) Inquisitor (2009) 
Tactics (1997) farch Of The Unknown (2012) A completely differen form of | Th 7 
Black Queen (1 a ^ х 


of DuckTales, 


Ubisoft's Flashback Е i 

update and the m κ.α 
PC version of E 

Castlevania: Lords H 


^ | Shadowrun Returns 


NEVER, EVER, CUT A DEAL WITH A DRAGON 


It's probably best to start wi 
warning. Shadowrun Returns isn't 


> FEATURED SYSTEM РС 
отан атом os Much like the videogames you 

жая remember, at least on a technical 
+ RELEASED. CUT NOW level. Where both the SNES and Mega 


Drive equivalents opted for а more 
real-time oriented form of RPG combat, 
Shadowrun Returns favours turn-based 
7 more akin to the rules of the tabletop 
ion that spawned the series in the 


currency. This will intertwine w 


ЖР!СН5 OF * PLAYERS: 
THE MONTH 


run Returns realy begin 


In a nutshell 

t's а short campaign, but this remains 
a must play, thanks to solid combat. 

d а d mechanics, brilliant writing and a bright 
DAVID. obe 5 future with the in-game editor. 


ShadesrunPatuna 


» Score 85% 


0 100,000 Nuye 
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>> OTHER HIGHLIGHTS 


IN 
REED IV 
ВСЕ K FLAG’ 


ON SALE NOW 
m Inside Watch Dogs ш History of Rare m PS4 & Xbox One Previews 


BUY YOUR ISSUE TODAY 


Print edition available at www.imagineshop.co.uk 
Digital edition available at www.greatdigitalmags.com 
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>>The scene's latest news and reviews 


AMSTRAD CPC 16K 
ROM COMPETITION : 


һе Amstrad CPC 16K 
ROM Game Development 
Competition ran on the CPC 
Wiki website between January 
and June 2013 and, as the name 
probably suggests, all prospective 
‘entrants were required to cram their 
game into a mere 16K during that six 


THE SPECCIES 


FORMAT SPECTRUM DEVELOPER TARDIS REMAKES 


rectly coloured pad of 
ning, clever us 


yehind the wel- 


of Dingo to the Spectrum a couple of v 
The 

from Cr 

and taxing puzzler 


FORMAT. MSY DEVELOPER: RELEVOS 
DOWNLOAD: Wi KSTAR 
The prehistoric world 


If you have a homebrew project you would like to see 
featured then please contact us at 


retrogamer@imagine-publishing.co.uk 


MALAIKA WHAT'S BREWING? 


uois the homebrew community 
d 


Янина 7485 
met 


The original verson of Pango variant 
{or the DS and w à cuta re-magiin 
the ice-pushng and crest sting 
осе Disa 
Studio, has pust released a Game Boy 
Афупсе conversion and those with the 
‘relevent hardware оға decent erator 


web browser at ашап penguin pba. 


comes David Hughes Cie 
Damgner а Spectrum game crearon taal 


Jor buiding tha ко 
seen in the eariy Eighties. Th 
этмей a Ite too tet pro 


We've recent seen the early stages of 
soma seroting shoot er-ups for the 
Texas 1.99/4Α and, адри by what the 
developer has sd at Alan Agr. these 
are proof of concept tor other projects 
"ut may also become a game in mer 
эмп ght. kiketartsulerolltexas wi 
Age tread which cantina a couple af 
workin progrese videos 


can pick up a ROM image by pointing their 


Hot on tho heals of Arcade Game Designer 


>> The scene's latest news and reviews 


mers земног [| MORE GAMES LEVE DEEN PLAYING HOMEBREW HEROES 
- JONATHAN CAULDWELL HAS BEEN SHARING SOME 

| REFLECTION OF HIS SECRETS AGAIN WITH THE LATEST VERSION OF 

| siga asses rts ARCADE GAME DESIGNER. AGD HAS BEEN AROUND 


FOR A FEW YEARS, SO WE ASKED HIM ABOUT ITS PAST, 
PRESENT AND, INDEED, FUTURE 


Have there boon features that seemed a 
good idea but didn't work in practise? 
p А 


«t 


TOY PLA 


DOWNLOAD. луч 


Toy Planes к 


WHICH WITCH IS WHICH? 

Wete not gute sure how od actualy 

is me data onthe рәте says 2007 Finally, what advice would you give to 
anybody looking at making their first Arcade 

Game Designer game? 

E 


What has shaped it over the years? ls there a 
community of users offering suggestions? 
that wild he land of on evi pumpkin The. fes, there aro plenty of users and many 
owrioad а ot Wistar eu ceu Б 


STRR LETTER 
CONSOLE WARS 


Dear Retro Gamer, ‘When did everyone. 

With another console war top appreciating 

ο on our hands with he hese systems for 

PlayStation 4 and Xbox One, | what they are and 

wondered what past wars lor become so 

lack of a better term) were tke, narrow-minded? 

Tm only 25, so when | was a kid Also, your ресе on Myst was, 
Cidni realy understand that there excellent and took me back to 
was a difference between the slaying Rvenin my Saturn days, 
Master System and NES or the 
Mega Dive and SNES just loved others —l've attached зоте pics 
playing games. I thought would be {can you believe the price?) 
interesting to find ол he whole Ive aways loved the magazine 
fanboy thing has been going on for guys — keen up the good work 
years, or if thas only been since the Cheers, 

"ise αἱ the Internet and socal meda 


ESSI From the forum 


>> weeewiretrogamemet/forum 
Every month Retro Gamer asks a question 
fhe forumand prints the bestrepbes. — 
This month we wanted to know. 
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which I recently dug out, amongst 


RIVE 


Unfortunately Chris, 
console and computer 
wars have been raging 
forever. Darran would 
routinely get into 
arguments about why 

the Amstrad CPC 464 was 

better than the Commodore 

64 and Spectrum, and this. 

continued as newer systems 

‘camo out. Even today it's sti 

raging, and you've only got to 

Visit popular forums to see that 

somo people just can't move 

9η. Maybe we'll do a feature on 
it at a lator date... 


Dew Retro Gamer, 
Ihave a story to tel you. Back when | 

was young and used to play оп ту 084 -- 
especialy aî night when was completely 
ng 


in a game - my brother would 
м, quietly n he dark 


and whack me as hard as he could across 
was something ot 
'soecaly whi 

ne lower burkers n Cas 
1 de used to get im back though, please 


spllow Let me tell vou, this 
hocking experience, 

оту throu 

tle Иепе 


veadng 


don't think Iwas a wimp. When i was his 
anti anga ud al tum to play, | would do he same and sneak 
Б ЕК up behind him, и and 
preis pack hm hard actos wh ny 
тоташуы рык юте Year 7 Maths Primer book which was або 


850 pages long That usualy did she trek 


forall the vemendously 


There's nothing κο sibling rivalry is 
there? One particular favourite trick of. 


Every month, one lucky reader 
wil receive а copy of our 
latest eMag, Retro Gamer 
Load 3, a bargain if ever there 
was one. All you have to do 
is present a lucid, thought- 
provoking piece of literature 
that melts our souls. Failing 
that, something funny with 
swear words or something 
Strider related will go 

down just as well 


ours was to sneak into our brother's 
room and change all his cassette tapes 

so they were all in the wrong boxes. We 
got up to other shenanigans but they're 


not really suitable for print. 
î Retro Gamer, 

ather week I went toa car boot. It's 
‘geting lot tougher now because most 


punters want 0 charge ον prices because 
that's how much itis an eBay”, Anyway. 
1 was mooching around seeng the normal 

=a £50 NES here, a £40 
PlayStation there — when | found a boned 
stuffed with Sega Satum games. 

Fiding trough the collection | immediately 
sawa copy of Panzer Dragoon Saga К was 
missri the outer sleeve, but knew it was 
worth money Both parts ofthe game were. 
being зой) separately at £5 sach (hey безу 
didnt know it was the same garne) 

Ας | paid the money to the old woman who 
early wasn't the orignal owner of the сате, 
blurted out. “could Inot have both tor a fiver? 
They're actualy ane game.” She пару 
leaving me alone with my sham 
"ale of sel 


Does anyone alse have a si 


bathing that they d йе to share 


Don't beat yourself up too much Dean. 
While you should be scolded for pulling 
the wool over someone's ογος like that, 
‘we're sure you're not the only reader 
10 have done something like this in 

the past. Darran once bought Baldur's 
Gate from a charity shop for 50 pence 
because the woman selling it thought 
it was a DVD film and not a £5 game. 
What a cad. 


Don’t forget to follow us online for all the latest retro updates 


вековые |j ӨһекбетесМз 


CONTRCT US 


Good afternoon Darran, 
vondenng if you have published an 
issue witha feature for the Sega Mega СО! 
ог 2? If so, what was the issue number and 
isit stil avaiable? ἥ not, wil you republish it in 
the future? 

Kind Regards, 


Unfortunately Martin, the issue in 
question (Issue 61), is long out of stock, 
meaning you'll have to head online or 
wait for our next bookazino... It's a 
cracking machine and worth a look if 
you don't already own one. 


Hallo guys, 

ve just got hold of a copy of the atest 

magazine (don't lame me, а wedding got in 
the way of my picking it up last week) and | 
fek ike needed to say something spectically евтин an abast 
tolan Lee regarding hes column. My younger Spaen Auk, asks jontbeon 
brother, who is the same age as Ben, not 


олу knows why cassettes are Inked with bred arena oes 
videogames, but also used to fight me to бышыш 
борат. but also used io fight me SES 


play some οἱ said cassette-tape videogames тибинин 
ол оу Commodore 64. Many парду and Wes decide wiener io 
fight-filed summer holidays were broken ир. Питний нете 


d Te ا‎ ыды THE ONES THAT GOT AWAY . . 


us mocking the loading screens wih ther 
Darran discusses the covers that didn't quite make it 


dancing rainbows and flying arrows. 
ıı not lan = some οἵ the young know 


ther suff.) 


That's good to hear Bekky, although it 
does concer us how litle knowledge. 
there does seem to be of gaming's past. 
We hear plenty of comments st work, 
оп forums or at home that instantly 
remind us of how old we are. One such 
comment was from someone who didn't 
know who Strider was. What a terrible 
world that must be to ive in. 
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entertainment for a generation 
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Ме Рау: 
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retroggermigascables 


Manufacturers Ку audio video cables for УФ ватта machines 


RGB SCART cable Key Features: 

* Vast improvement Oyer traditional RF 
е Pixel clear RGB Video! 

* Improved sound quality 

* No more tusing 

* SCART TV plug ἃ play 

* Compatible with upscaling units 


RGB SCARTS амайаше for: 

• Sega Mega Drive 1 & 2 

+ SNK Neo 060 AES 8 CD/CDZ 

* BBC Acorn Micro: 

+ Sinclair ZK Spectrum + 128k, +2 & 


QU 

* Atari STR S TÉ 8 STFM 

s Amstrad СРС 464 

We also stock а Wide range of video * Various Aftade Jamma Superguns 
adapters including RGBS SCART to BNC (Sigma, Ріпа, CMVS etc) 

break-out cables and EuroSCART to 


Japanese SCART converters: Plus тайу More On our website 


ERE 


www.retrogarmingcables.co.ük | Professional Engineering 
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» Just before it buggered off and neglected Nintendo consoles for an entire 
generation, Squaresoft chucked Mario into his first RPG and, in doing so, made 
Legend Of The Seven Stars the Super Nintendo's final Mario title. It was a peach 
of a game from the makers of the epic Final Fantasy series, and gamers fell 
head over heels for the isometric witty madness of it all 
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15 | Xbox Une £419. 
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» WITH EVERY PURCHASE 


The world's first endless action RPG 


5 a 
| | = “just plain exceptionally good” 
с. ұз 148 Apps 
aA “Give this a shot immediately” 
A Destructoid 
“absolutely top-notch virtual controls" 
toucharcade 


